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LINE'S 



VOICE OF THE PEOPLE 

What! - I hear you about - nor 
only do you hive the cheek to 
remove Hi-Score, but now 
you've goi rid of Voice of the 
People as well! How could you! 

OK, OK, [ know Voice of the 
People is conspicuous by its ab- 
sence this month: but we are 
rioi, 1 repeal noi. axing it all 
lOgether, [f a s just that we wan| to 
change it. 

Instead of you simply re- 
viewing games, as Voice of the 
People stands now f we want you 
to acti¥ely criticise what we say 
in our reviews - or indeed any- 
where m the magazine. If you 
think Bpb got it wrong on your 



favourite joy s tick -wcisi^r, or 
Andy was unfair about your 
favourite utility, then lei us 
know - preferably in less than 
200 words. And this doesn't 
apply jusi to the Arusirad 
owner: software publishers and 
authors are welcome to con- 
tribute too. 

Bui we don't just want you 
telling us what a load of wallies 
we are, You are going to have 
to justify youi criticisms if you 
w^nt us to publish your letters' 
The address, as usual is Voice 
at the People % ftmsirad Action, 
So merlon, Somerset, TA11 
SAH. 



Hasn't it been a wonderful summer? If you're talking about the 
weather, then you must be joking: the West Country is re- 
nowned for rain, and it ha® certainly lived up to its reputation 
this lime. The clack of Arnold's keys has usually been accom- 
panied by the tap of Somerset rain on the windows. 

But at least there has been plenty to write about - and 
plenty to offer you ff you haven't been able to mak<* it to sunnier 
climes this year. Cheat Mod*, in particular; has taken off with a 
vengeance: five pages of powerful pokes and two magnificent 
maps. Not only have we snapped Dan Dare in colour, but also 
the whole of The Price of Magick in a four -page extravaganza. 
That should keep you busy for a while E 

On the Serious Side we have the cover story - a three-page 
review of the powerful An Studio drawing package - together 
with a look at the state of educational software for Arnold, 
Absolute Beginners and Booting up CP/M continue to help you 
make sense of Basic and the operating system, while Problem 
Attic merges with the new Hot Tips section and g*m two pages 
all to itself. 

And you can read all about us too: we have kicked oft the 
Day in the Lite series, in which we look at unusual uses for 
Amstrads, by looking at the way we produce Ainstr&d Action, 

Aciion Test is packed full as usual, though this month has 
been a little scarce for games meriting Afl-Rave status. Master- 
game , however, is Revolution - turn to the middle to find out 
more. 

And we have a superb competition for you. Those awfully 
nice people at Mastextronic are giving away piles of electronic 
goodies it you can put your artistic ability and imagination into 
gear, Ghetto Blasters, Waikmen and awfully neat digital 
watches are up far grabs for the best picture see page 39 for 
more details. 

So atop staring al the rain: open up AA ¥ turn on Arnold, and 
have fun. 
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WHOOPS* 

The observant rwder will have 
noticed a bit of a booboo on our 
partinfwu* 13of this teemed 
journal. On pwj*$ 38 and 39 Dm 
Bsre would appear to hav* 
achieved /U-Kave status with 
an AA Rating of only W per 
oew, while Om&g* iails 

to tme with a radag of SO per 
wnt 

The stick** is tn the righi 
plaoe, bui uafortuAateiy the rat- 
ing* horn got transposed by nu#- 
taka; But Dm is, in our view, 
the better game of the two. As 
you may have also notteeti Toot 
is notably absent from ih«e 
pagea too, so perhaps rT ? 



PLUS TWO vs 464 

Although the recent Personal 
Computer World Show at 
Olympia was dominated by 
Alan Sugar's new PC, he also 
chose this venue to launch the 
Spectrum Plug 2 

This machine - basically a 
ZX Spectrum with a decent key- 
board and birihvin cassette 
deck, celling at £148 - would 
cippear to offer strong compe- 
tition to Amstrad's own CPC 
464. If is true that the 464 comes 
complete with a monochrome 
monitor for £199. pr ££99 ^th a 
colour monitor; but the compe- 
tition is still there. 

The main threat comes from 
the huge library of games soft- 
ware out there for the Sped rum 
range - even now many games 
appear in Spectrum incarnation 




before ihe Amsrrad versions ap- 
pear However, in most other 
ways the CPC 4fi4 is a better 
machine: in particular it offers a 
faster version of the progranuti 
mg language Basic (the Spec- 
trmm is particularly slow here) 
and far belter graphic and 
colour resolution r 

Amstrad assures us thai 
production of 4€4s is still at full 
sirengih, and ihe company does 
not intend to drop the machine. 
But it is still a potential worry to 
464 owners and buyers. We (of 
course) will soil support the 464, 
and there is every indication 
that the rest of the industry will 
too. However we will be moni- 
toring the situation carefully and 
would like to hear from anyone 
who has trouble buying a 464, 



.ACTION- NO VEMS 






Thanks For all your letters again this month: we 
actually counted r and there are almost 300. So please 
don't be offended if we have room to print only a very 
small seEeetion. You'll understand that we can't reply 
individually and still have time to put out a magazine! 

A few points to bear In mind when writing; Keep 
your letter lo the point - the best are brief. If you have 
bits for different departments {subscriptions, mail- 
order, the Pilgrim, Type-in s, Re-action etc) put them on 
separate sheets of paper, each headed with your name 
and address and possibly even the date and your 
phone number (but one envelope will do}, 

Keep em coming! 



Author! Author! 

The eomput&r-g&mss industry 
as a whole gives foo much hype 
to games thai haven't been re- 
leased, and when they are they 
are often riot worth paying even 
SOp 

Also loo much attention is 
paid to the games or software 
and a blind eye is turned to 
their authors, People know only 
ace programmers Jon Ritrnan, 
Bernie Drummond and Paul 
Shirley for their games- JJazm.u:, 
GonfuzioHt Spindizzy. Program- 
mers should be credited, 
Games could have the name of 
the authors at the top. so [he 
buyer can expect good quality 
if that programmer has in the 
past produced good software. I 
was wondering if you could do 
something about this in your 
LCf-i;:.r.43. Who wrote lasl 
months master game. Starstrike 
ntoi instance? 

I have owned my 464 for 
almost rwg years and have deci- 
ded to gel a 6123 but cannot 
part with my old Arnold. Can 
you please tell me if a 6128 can 
be bought separately wiihoul 
any type of monitor, if so (or 
how much, and can it be 
plugged into my CTM 640 
colour monitor? 

1 would also like to hear 
from penpals or people wishing 
to buy software originals. Are 
there any user clubs in the Wor- 
cestershire area? 
Mamood Sultan 
IDS Cranham Drive 
Wajrndohi Worcester 
WK4 &PQ 



Last month's mastcrgume was 
by a team of programmers ar 
Mealtime Games, and corporate 
lather than individual effort is 
the rule rather than the excep- 
tion nowadays. 

As for buying <t §138 with- 
out a monitor, it s a question of 
striking a deal with an indiv- 
idual shopkeeper But the 6128 
no&ds an additional 1 2- volt 
supply for the disk, so it can t 
just be plugged into your CTM 
monitor. 




Wade's day's made 

Shouldn't I get a prise? I am the 
only A A reader m the Dolgellau 
area. My copy is ordered foi 
me every month at Siop-y- 
Cymro (the 4 Welshman's Shop ). 
The area covers three or four 
main (owns with population* 
over 2,000, In Merioneth county 
I know of only two other 
Amatrad users, but they don't 
get AA. Don't fear, I'll stick with 
you so long as Mr Bob Wade 
slay? on the team - he must 
probably be the most experien- 
ced reviewer in the UK: I rarely 
disagree with his opinion-*, 
Bryan fohn Fairy 
Dolgellau, Gwynedd 

Diolch am eich. Uythyr, loan! 

Bog of literature 

] am an ex-proud owner of a 
CPC 4S4 - by which 1 mean 
am now only an owner of a 484, 
During the two years I owned 
the Spectrum f was literally 
flooded with ail sorts of mail 
such as software catalogues and 
new-product leaflets from Sin- 
clair Itesearchp all of which I 
found interesting, Since obtain- 
ing my 464. however* I have 
received only one letter from 
Amstrad and that Was only lo Iry 
to lure me into joining (heir user 
group. This may bo a trivial 
point, you may think k but it 
merely illustrates to me that 
Amsirad is only interested in 
making big profits. 

Other examples ct this mer- 
cenary attitude include the €64 
saga and Amstrad\s refusal to 
allow thud-party production of 
the QL after acquiring Sinclair, 
while not producing it them- 
selves, Alan Saccharine might 
be a more suitable name, as I 
definitely delect a sour 
aftertaste 
Kenan McKenna 
Kells, Co* Meoih, Eire 

You might try sending your ad* 
dress to Readers Digest and th& 
other AA fas in cars 1 / # you like 
being literally (literally) 
Hooded, Sinclair support was 
jnojre necessary because the 
products were Jess reliable - if 
promises ever materialised and 
wares ever turned up, 



AA stars 

I am writing to fell you how 
appalled E am that games like V 
and Johnny Eeb are even al- 
lowed to be put on the market, 
let alone to be sold at almost 
nine pounds- Most Ml whack 
computer games are absolute 
rubbish and a complete rip-oS- 
Something has to be done about 
Ibis. Even though you do great 
reviews you still can't review 
every singl-e one. Those you do 
review are pretty well checked 
out, though sometimes s month 
or so too kte or not given 
enough space. 

Why not, instead of just re- 
viewing them, approve them? 
Whai I mean is test the games, 
then on the box somewhere put 
an 'Art- Approved 1 sticker. If 
yon did this it would save a lot 
of people like ma who can't 
afford to fork out 10 quid on 
rubbish, and make software 
houses l^ke Ocean think twsce 
about making such drivel. 
Chri stop her MakrisBon 
Ley land p Lanes 

it's up to the software Itcuses, 
We dan *t let theni tell us what to 
say in AA; could we tell them 
what to print on their packs? 



Give us a lift 

I'd like to bring to the attention 
of your readers an often 
overlooked, yet vital and e*cit- 
mg element lhat can make or 
break a game: lifts. Scoff if you 
like, but think about this: where 
would we be without the old 
elevators? Ground floor, I 
an ape el. 

Games generally have one 
ol two types of lifts: small onos 
or Large ones. In the former 
category I could die the es- 
capades of Willy. GUIigan, 
Chuckie, Jack of the Jet Boots, 
Mario and many more. Who 
could ever forget that scene in 
Chit^de Egg where our hapless 
hero plunges lo certain doom 
only to be scooped at the last 
possible minute? Thrilling stuff. 
In his adventure in space thai 
lovable w orkmg-e Lass-kid- 
come-good Willy encountered 
quite a few lifts. When asked 
about them he joked, Td of 
never ol gol up there without 
thorn Ha, hal 

Anyway I'm going off at a 
tangeni here. 

The other category is large 
lilts, or "big ones', as they arc 
often referred to This breed 
has appeared in classics like 
Impossible Mission, Fyj&ma- 
rama (complete with a dart), 
Rocky Horror Show, Thing on a 
Spring - 1 could go on - 1 will go 
on - Marspoxr, Grumphey, Spa- 
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RE- ACTION 



Some do ask us if they can 
: . i rxit an AA Rave ' symbol on 
their package, or a rich phrase 
from Bob Wade *s prose- -Sn f you 
can't expect them to stamp 
World Cup Carnival, for in- 
stance. AA rating: 0%\ 

So it's wp to you to part with 
a pound* buy the mag and read 




p^re p Apt -THei ? * 



/Zbound k ... Many of These have 
radical new features, for in- 
stance the Springy Things 
elevalor has a sticky substance 

on the floor which makes it im- 
possible for you lo move when 
il is morion. In Pyjamarama and 
Spellbound you don't even get 
to see the lift moving - incred- 
ible but true. 



the review before forking out 
any termers. 

Body- building 
Arnold 

Has anybody at DK Tronic* or 
some- other third-party supplier 
thought of bringing out a second 
processor or sideways ROMS 
for the dear old Arnold? Seem- 
ingly the Amsirad has [he capa- 
bility to handle both. 

Why don't you copy your 
rival mag and bring oul 
sweatshirts and t-slurls with 
your logo on the front? 
Steven Allan 
Edinburgh 

There are plenty of sideways 
ROMs on the market: see July, 
Nobody has produced a 
second processor, and we can 't 
see there being much demand 
for one. If you want a more 
powerful machine, Amstrad 
would say. here is our PC. 

Maybe we could Also think 
of bringing out a roadmap with 
our logo. 

Mega-moon 

Whenever you see an advert for 
a piece of software (eg Ocean) 
you st>e underneath "Amstrad 
£8.93, Spectrum £7.&5\ Why is it 





Lifts should no longer be 
neglected or sneered at - they 
play sigmfiean! role in our 
joystick pushing hours - lei's 
h&ar it for them! Yes? 

Listen, why don't you start a 
lift-of-the-month featurette in 
which readers could nominate 
their faves? My personal rave 
must be (he Kupurb one m Mar- 
sport a line masterpiece. 
Wow 

Alex Duck 
Cheadle. Cheshire 



that Spectrum owners can get 
most software a pound or two 
cheaper than we can? It l & not 
fair! 

When are you going to give 
away another Dover cassette? I 
thought The Covenant was fan- 
tastic and worth more than SOp. 
Neil Selwy a 
West Lul worth. Dorset 

We asked Ian Stewart, manMig- 
ing director of Gremlin, which 
advertises Commodore soft- 
ware at £?, Spectrum £9 and 
Amstrad £10 (with 5p change). 
The Amstrad game costs more 
r "coa it's better: there's music, 
and the graphics took longer to 
work on than than the 
Spectrum's, Within a short time 
the Spectrum programs will be 
the same price: with the ad- 
vances in Spectrum coding thay 
wil] take up the same pro- 
gramming time. There has de- 
finitely been s quality differ- 
ence. Because of its general 
handling you c&n produce a bet- 
ter product on the Amstrad, 
without doubt, JH 

The official answer from J 'a 
spokesman" at Ocean is the 
extra cost of converting a prog 
fyr the Amstrad most was first 
written on the Spectrum or 
Commodore, Second, there 
aren r t as many Amstrad owners, 
so economy of scale applies 

Snoils vs hares 

I find it impossible not to be 
slightly frustrated and annoyed 
when every month 1 go to any 
bookshop and s^e Amstrad Ac- 
tion up on The shelf, while I 
know my copy is still 'on its 
way". To make matters ironic, 
(he July issue came by post 
several days before il arrived m 
the bookshops, and yel t 
find AA apologising for a 
delay! What are the exact 
procedures for subscription? 
Joseph Doyle 
Waterford City, Bi« 

A von Direct Mail (the contractor 
we use} posts out subscription 



copies on the l&st Friday of 
every month, Newsstands usu- 
ally get theirs (via other chan- 
nels) the following Thursday, 
Howover we will look into your 
case 



Really! Number 1 1 

1 have got two, yes two. copies 
of AA issues 3 and 3. If anyone 
wants to buy either of them, 
stale your bid- 
Robert Heater 
62 fios e n e at h Ave n ue 
Let ce iter , LE4 JGT 

You 're lucky to possess the rare 
AA l f but we have plenty of 
number 3 for sale here at the 
OldBam. 



Hi-score non-holku 

Hear ye my tale of woe- 

1 went down to my local store 
to buy a game to play. 
I went sir aight to the counter 
and asked for Green Beret 

I think the game is realty great; 
ril play it evermore 
And one of my ambitions was 
lo get in your 'rlt-Scorfc 1 , 

At first I didn't do so well 
bur now I'm getting better. 
But now I'm so frustrated* 
which is why I write this letter . 

I'd just achieved G^OW (enough 

10 fame your table I 

so I was about to send it. 

excitement in the air. 

I opened up issue 12 

*nd found it wasn't there! 

Well, that was it; t hit the roof; 
[ though!. 'It cani be trueV 
I said lo myself, fuming mad, 
■ AA, how could your 

I suppose you think it funny, 
rhe way you pull your lr icka . 
WoU. if you do it one more time 
I'm subscribing to [some other 
mag - ad.], 

(?m not, realty! But bring back 

Hi-Scorel) 

S. Mohan (age 11) 

Gars wood, n r Wigu 




Listen, Alex. This is one twig, up 
at the top of the tree of knowled- 
ge, yet to be elevated into a PhD 
thesis. You're obviously a 
candidate for higher education 
Rise to the challenge! 
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RE-ACTION 



An evergreen 
reader 

Please could we have a Hale 
less exhortation to ' drool p over 
our software? It's terribly bad 
for the diaks, apart from any- 
thing else. 

And don"! assume all your 
readers are younger than you 
when you write 1 finally gave 
up on your rivals when they 
included in a questionnaire. 
How much pocket-money do 
you get? How much Pepsi do 
you drink?' They also advertise 
t -shirts modelled Oft someone 
who didn "t look a day over 
eight. This, can alienate the 
more 'senior' games players 
such as myself - if lale 20s can- 
be described as "senior' 

A suggestion: Hov/ about a 
few retrospective re-reviews? 
For example, you could briefly 
sum up what you now consider 
to be the best sports simulation 
or the be&l beat-em-up. You 
could give a much better as- 
sessment of 'staying power 
how many times did you really 
reload the game after the first 
couple of weeks? A previous 
correspondent suggested his 
favouri le 'evergreen' was Star 
Avenger. My own candidal* 
would also be a Kurr.a product: 
Fruity Frank. 1 always reload it 
with pleasure and seem to find 
some now (actio in it every time. 

You (old D Herri ngton in 
your September issue thai it was 
tricky lo boot a program from 
disk using the | CPM command. 
Unless J c m missing something, 
alt you have to do is use the 
'Setup* command which (he 
manual explains unusually 
clearly, typo the name of your 
command program (followed 
by ftM) into the 'initial command 
buffer' ; and than answer yes to 
all the other questions. 
Pan] Murphy 
London N19 

'Dron! was -sn Andersortism. He 
now works uptiiairs* which 
might explain why it's damp 
down here. 

Sir, we strenuously avoid 
witting down to our readers. 
We know a good many parents 
and pensioners are numbered 
among ihem. 

If new products remind us 
of oldies (goldics or otherwise) 
lhats when reviewers lo* 
mention them. There are vari- 
ous office favourites, depending 
an personalities: Andy and Bob 
like Thrust, Jane Farmer And Di 
are wont to load up Wriggler or 
Sorcery Plus; Trevor chooses 
ShogLn; Mart particularly goes 
for two player games snch as 
Harvey Headbanger. 

As for S&1up t you could in- 
deed under CF/M E. £ do as you 



suggest CF/M FIus doesn't 
have this utility, and you use the 
Submit method as outlined to Mr 
Harrington* 

Mum's not knitting 

I am a mum with three young 
children, and wo recently pur- 
chased a 464. I never thought 
that I would become so interes- 
ted it what ii can do, (WhaE's the 
saying about never being loo 
old?) I want to [hank you for 
such an excellent magazine. 
This is no flannel: being so new 
to computing I boughi them all 
and I found yours the best value 
for money and the most interest- 
ing. Better than knitting patterns 
any day! 
Lynda Guns 
Hockley, Essex 

Two m a row. The letter edr 
fails to think of a witty remark 
about evergreen needle, 




Impossibly long 

How long do I have «o w ait to gel 
Impossible Mission by US Gold? 
1 have been waiting eight 
months; I subscribed in Decem- 
ber and ordered it as one of the 
two free games. 
MC Bo vet 
Shenfield 1 Essex 

US Gold talis us the game is now 
to be released at the end of 
September, and we reviewed it 
ill our October issue. In April 
AA serif waiting subscribers the 
other free game and a letter 
offering US Gold's Winter 
Games or other alternatives. 



Julie's indexed us 

I have produced a lial of all the 
games reviewed in Amstrad Ac- 
tion (except those in Amsyclo- 



pedia) on my word-processor 
updated every month as soon as 
I get my copy of AA, Entries art 
m alphabetical order, with soft- 
ware company, price of tape 
and disc, joystick or keys, AA 
rating and which mag it's in. 

Readers can buy copies tor 
30p. Enclose an sae and say 
which CPC you have, so 1 can 
miss oul games which aren't 
compatible with your computer 
(or you can have have a com- 
plete list if you wanl). It's no! 
worth doing a list iusc for PCWs* 
There is also an Amsyclcpedia 
list, which aJso costs 50p, 
Julie Gilg 
3 Sylvan Avenue 
Exeter 
1X4 6ES 

This .illcws us ta get in a plug 
for tiack issues cover&d in your 
very efficient-sounding index, 
Julie, The Old Mam is out of 
numbers 1.2. 6 srtd 7. but other- 
wise all can be ordered for 
£1.3$ including post and pac- 
king, Number 8 with the PSS 
cassefie co&h?£L85r 

Vive I 1 Arnold! 

It does not exi&t a good French 
mag like yours. I know in Paris 
only one shop which a ells AA 
and it takes me each month 
more than one hour to go and 
buy it {with an increased pnee 
of 150%), 




So , I've thought about a sub- 
scription, But I do hernia le. I've 
read in a French mag that some 
people had problems with fore- 
ign (UKf) subscriptions. 
Perez Thierry 
149 rue Gherkampf 
15011 Paris 

Subscriptions (pas dc pro- 
bl£me r Perez) posted to Europe 
cost £22*50 for douse issues, 
plus your choix of free joystick, 
dustcover or Thingi. 



Elite bafflement 

]n the August issue Reaction, 
Problem Attic and Cheat Mode 
all had bits on Elite. I was war- 
ned, .mnoyed and baffled aiEer 
readsng your reply lo 'a few 
niggles' from Phillip Miller. You 
said there was a bug in the 



cvuHjetle version, ( received my 
Elite from you m spring when I 
subscribed. Is mine a dud or 
OK? 

Simon Hewlett 
York 

If the word 'Metropolitan T is 
printed on your cassette, it s the 
bug-free version. If not, send it 
direct to Firebird - not to us - 
for it to be replaced 
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Brand X 

They gel 40%. you gel 94% 
overall. AA might make master- 
mag. but then who would get 
the raves? Can't wail for the 
next issue- 
Jonathan Hurst 
Wlndlesham* Surrey 

You should see Bob smiling* 
Thanks. Jonathan, 
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Without music, graphics 
and sound the Board 
Game has become the 
most popular in the 

world. 
Now it has them. 




"Over 3,000 questions of no vital importance." 




IV 



Available now on 
Spec tram 4S/12BK Commodore 64/128K 
BBC TET Amstrad CPC 

Cassette and Disk 




John Mwumjv 



and all local stockists 
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l J uhh*rn.-d by DomarkLimiird.XM Warpfc Kuad, London SW>08FN f . Tel: 01 -947 502 «- 
TuvuJ Pur>tii[ was programmed by Oxford Pifttliil Fwnprwft* 
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TRACKER by UnJon Software 

A tote fly new concept in computer 
wrfiyHMiei utiTwxj ^rtifroal intelligence 
Versions will differ substantially to make full use 0* 
machine capability. Controlling up to 8 remote 
skimmers you must wrpc out renegade intelligent 
forces across 5000 tracks One to one combat is 
featured in fast 3D 

STARGLfDER by Argonaut Software 

A true arcade quality 3D combat flight simulator of 
the first order A high action product with novella 
and poslei included. Featuring stunning graphics, 
realistic sound effects and true 3-D perspective, 

ADVENTURES by Level 9 
JEWELS OF DARK NESS- A premier collection of 
classic adventure 

SILICON DREAMS -A modern space adventure 
These sizeable adventures* are ir i three parti and 
represent excellent vdlue fur money fcach contain 
over 600 graphic locations and feature the latent 
Level 9 text frandfrng system alio wing rrrulti command 
sentences heip and oops Level 9 ape undisputed 
leaders in cassette based adventure and are 
renowned for their inlrigurng plots and puzzles 
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the akt ST uoio 

ADVANCED ART STUDIO 

THE MUSI C SYSTEM 

ADVANCED MUSIC SY STEM 

STARGUDER 

TRACKE R 

THE PAWN 

JP^i Of DARKNESS 
SILICON DREAMS 



OCP 
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SYSTEM K ISLAND 
SYS TEM & "ISLAND 
ARGO NAUT 
UNION S OFTWARE 
MAGNETIC S CROLLS 
LE VEL 9 
LEVEL 9 
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THE PAWN by Magnetic Scrolls 
Pi The most Ldfked about adventure of the 

year' Containing the most sophisticated 
fanguage interpreter and text-handting system ever 
seen in an adventure together with 30 picturesque 
frustrations and unique scrolling screens. Game 
includes novefla and poster. 

THE ART STUDIO AND 
ADVANCED ART STUDIO by OX.R 

The redding art and design package renowned for its 
ease of use and comprehensive tiht of features. The 
Advanced Art Studio is designed to stretch st*e 
Irmit^rions nt in divide J a? machines and incorporates 3 
low resolution mode on Amstrad and Commodore. 
Manual and upgrade offers included. Printers 
supported usrng grey scaie. 

THE MUSIC SYSTEM AND ADVANCED 

MUSIC SYSTEM by System Software 

The best music programs for Commodore and 
Amstrad. The Muster System features Keyboard, Editor 
and Synthesiser, <ind Advanced Masse System has 
additional Printer and Lrnfcer (continuous linking of 
music tiles} modules. Commodore Advanced version 
also has a comprehensive MIDI module U Wising 
WIMP technology wittr comprehensive manual and 
upgrade offers where appJicab/e. 
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VERSIONS MARKED D ARE UNDER DFVTLOrMrNT 



All products available from 

RAiWBIRD SOFTWARE 
lit Floor 64-76 New Oxford St 
London WCI TPS 

Make cheques/postal orders 
International money orders payable to 
Rainbird Software and post to the 
above address, 
ACCESS/VISA - telephone 0 1 240 8937 

RAfNflfRD SOFTWASF \\ A DIVlVQN OF 
BRITISH TELECOMMUNlCAION^ PLC 

OCTOBER 1986 
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RE- ACTION 



Biggies megagame, 
magazine reminder 

II you buy Biggies (disc) you gat 
a totally free megagarne. Well, 
that's what the very smooth- 
scroUiiig message told me any- 
way. If you type Run <Tunme'' 
you will see for yourself. 

When my subscription 
ends will E be notified? I eaxVl 
remember which issue [ sub- 
scribed from, and I wouldn't 
hke ro miss an issue of my 
favourite magazine. 
Andrew Soar 
Diss, Norfolk 

We've seen Biggies only on 
cassette, so rang Mirrorsoft to 
check jour tip, Andrew All hell 
broke loose, Turned out an 
adolescent spoofer' working 
for their firm of duplicators 
sneaked the so-called mega- 
game onto copies of Sai Comhai 
as well - a see-*what-l~ wrote bit 
of arcade action, 

It won't happen again, 
{Pause for dust to settle) But 
donr be sad: 'it wasn't good 
enough for anyone to be disap- 
pointed. ' said MirrOrsofts Pat 
Bitton, The lad concerned will 
ha ve to read the next letter, 

As for your sub, yes: you 
get a reminder letter with your 
second-from-last issue. Now, if 
you buy a binder {£3*$S, advt) 
you always know how many of 
the 12 spaces are left. In your 
case, subscriber number 2359 (1 
looked you up). Feb will be 
your finaL So this is an Extra 
Reminder and you will have No 
Excuse. 




Entrepreneur 

Over the last few months I have 
noticed Lhal some of the games 
you review have been written 
and sold by ihe same person. J 
have written a few games using 
Laser Basic and Compiler and 
want to sell mem myself, but my 
mother says that you have to be 
licensed or something. Is this 
(rue? If do could you tell me 
what lo do about it - and don't 
say, 'Send them to a software 
house to be published, 1 because 
I don 1 ! wan! to. 

By the way. I have just fed 
my cats with US Gold's World 
Cup Carnival. :t was ao bad: I 
bought it a few days before 



your warning carno out. Wh.it a 
load of rubbish ! The original 
isn't much good either. 
Justin Mason 
ShanMi n, Isle of Wight 

You don't have to have a lic- 
ense, Justus but you won't make 
any money out of it. Selling mail' 
order from home opens you up 
to att sorts of hassles, especially 
nasty people wanting their 
money back, It just doesn't 
seem possible anymore to 
break into the software market 
on a shoestring budget: the big 
houses, with their massive ad- 
vertising- budgets, have such a 
stranglehold on the market. 
Your best bet might bo to try 
contacting som& of the small 
user-gtoups magazines (see last 
month's Reaction) Perhaps we 
should do an article on this topic 
in a future issue.. 




Buy, by Mr Muff 

It'R Andrew Duff here! That's 
DuJf and not Putt, as seen in 
issue 11, Please print my name 
correctly if T buy a 
9.9758! 23#* I0&8-io I chance , il 
is published 

In your mail-order system, 
can you order games from ear- 
lier issues lhan the present one? 
Andrew Duff 
Tain, Ross shire 

Enough. Mr Xuff< don *t get in a 
huff and we won't talk rough 
about handwriting. 

Of the stuff we 've offered., 
all but four are still in stock or 
can be obtained {allow a bit ol 
extra tune) from our suppliers. 
As for Mexico 86, Big-League 
Soccer, Alex Higgins World 
Pool and AH Snooker - tough, 




VHP ***** 1W6 \]W* PpC*¥? 

What moan? 

Please could you tell me just 
one thing: what is it that WC 664 
owners are supposed to be 
moaning about? Is it because the 
computer has been withdrawn 
or because the 6123 was 
b rough! out after the 664? In fact 
we are not nraajtirig. Perhaps 
464 owners will pui their brains 
into gear before they open their 
mouths, 
AC Smith 
Sunderland 

As J Smeets of Venlo (Neth- 
erlands) wrote m May; Would 
thet moaning moames moaning 
about she moaning moanics that 
moan about their 6S4. please 
stop moaning!' 



Arnold and the 9256 is Joyce . 
Simon Donne 
Newbury, Berks 

Call if what you like; it can't 
ha,ir you. 

But seriously though, all the 
CPC machines (464, 864 and 
6128} arc nicknamed Arnold. 
Don't worry about why; f 
wouldn't want to burden you 
with the story of some prat back 
in the mists of time who did an 
anagram on Roland Perry, the 
man most responsible for devel- 
oping the CPC range. Even 
more boring: foyce was Alan 
Sugar's secretary. 

Do not ask what CPC stands 
for. Colour personal computer? 
Possibly, but it doesn *r stand for 
anything unpleasant in any lan- 
guage we could think of. We 
have no theory about the initial 
Win 4128 





Call me anything but 
not too late for lunch 

I'd like to know what my CPC 
6128 is called, if the 464 is 



r THAP* r^T rW^pptAM*? -THE 
TH€l£ AW^TH^P . .. . r 

Trans-temporal 

The July issue says Disc SO is 
tested on page 66, but my copy 
has the end of the Toadruimer 
review and Rock r n r wrestle. In 
the September issue, one of the 
leters mentions your review of 
Disc SO, ao it appears that some 
got It and some didn't. 1 am 
tempted (o buy the program as 
il seems very good value for 
money. Could you please lei mo 
have a copy of the Action Test to 
help make up my mind? 
K Wilson 
Anglesey 

Through a twtewarp the review 
landed on page 82 of the August 
issue. For a quid (plus 35p for 
stamps etc) we can post you a 
back copy. That 1 !! teach you to 
miss a month of the mega-mag* 
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Real Amstrad action 
at the PCW Show 



Tho first week of September 
saw Britain's largest computer 
show of the year - the S*th Per- 
sonal Compute! World Show. In 
the spacious but hot halls of 
Olympia In London, we at 
Ajnstmd Action had a ring-aide 
seat: for the first time we were 
exhibitors as well as attendees. 

The reason for our modes* 
stand, on the upper gallery 
above the massive pavilions of 
Amstrad and Sinclair,, was the 
launch of our new rules - 3000 
Plus and PC Plus, monthly 
magazines devoid to the 
Amstrad PCW and PC ranges 
respectively. 

Our timing, forluxiately p was 
perfect. On the Amstrad Bland 
visitors were seeing the new 



PCI SI 2 for the first time. In PC 
Plus they could read the full 
details from the press Launch the 
day before. 

It was hot deadline action 
like a daily newspaper Two 
pages of PC Plus had been held 
open foT Man's report from the 
launch. Matt phoned details to 
Chris down a! ihe Old Barn: a 
motorbike raced lo the printer 
with photos; presses ran 
enough copies overnight to sat- 
isfy demand for the real of the 
show. It was hectic but we made 
it in the end! 

Also on sale was last 
month's issue of Amdfrad Ac- 
tion, with &ie seven-page spoc- 
ial feature on rmisic, "Wired for 
Sound 1 . By coincidence^?) we 



happened to be- next-door ro 
EMR - producers of the Mid* 
itrack Performer package re- 
viewed Sn thai issue - and W^re 
Seated to the hill btasi of the 
package's power every ^cond 
of the day, it was certainly a 
crowd-puller; bui at times we 
wouldn't have minded the more 
peaceful tones of a quiet game 
of Space Invaders. 

The star of the show was 
Amstrad with the new PC 
Amsrrad's stand was usually 
more crowded than a student- 
union bar. Atari made a good 
ef;ort wish the 'A J. in Village', 
and the StncEair stand showed 
the new Spectrum -2. With 
games houses showing their 
wares, the odd robot accosting 
the unwary and the sun. blazing 
down through the glass roof, it 
was a hot occasion in every 
sense of the word. 



GAMES GALORE 

Mm might hive been expected, 
there were no shortage of new 
gtmti on display at the Show 
~«&d tome Impressive stands 
from the bigger companies 
too. It was gqtte easy to wan- 
der around trying youir hand 
at any o£ the thousands of 
titles on show, but not so easy 
to sort out the sew lauchet 
for the jtmstrad from the 

Oeeu released ite 
schedule for ihe real of the year t 
kicking off by announcing the 
imminent arrival of Miami Vice 
at a price of £BM As its name 
jmpUa* this is the official game 
of the popular TV serin, in 
which you guide Crockett and 
Tubbs undercover in the build 
up to the big bust. It is styled as 
an 'aroade adventure'; and we 
look forward to reviewing it 
soon, Also licensed from the 
film for release this month Is 
Highlander at £8.96. Corning in 
November is Cobra, at the same 
price and based on you 
guessed it - Stallone 1 s latest 
b<sat-em (ip, and December 
should see the reteane of Short 
Circuii, baaed on the Sci-fl 
movie of the same name. 

Moving over Jo Imagine 
sees die leleaae this month of 
Gafr&n, based oh Ihe arcade 
game, and Kommi's Golf, both 
at a price of £8.95, October sees 
the release of Mag M&x. Yi& Aj 
Kim<jr Fu H and T«rra Crerta, ail 
based on arcade classics and all 
priced at £8,93, To round off tht* 
arcade game month Imagine 
should be to teasing Konami's 
Com^Op i compilation of 



Spectrum +2 
reveafed 

Much as it tears at the heart to 
me-ntign a rival computer, Sin- 
clair is now part of the Amstrad 
corporation and the new Sin- 
clair machine, the ZX Spectrum 
■+ 2, could be a direct competi- 
tor to ihe Amstrad CPC454. So 
here goes.. 

The Spectrum - Z is the first 
new Sinclair product to emerge 
since Amslnd'-S takeover; the 
new ownership shows. The new 
machine is basically the old 
Spectrum 123K Plus with * dec- 
ent keyboard, a buiil-m data 
recorder and two joystick ports. 
It is compatible with most of the 
older Spectrum add-ons. appa- 
rently to the extent of still not 
taking standard joysticks. 

It is priced at £149, which is 
£30 less than the older Spectrum 
Plus, It will probably do well il 



only because of the huge range 
of games available for the Sin- 
clair machines. It is an unfortu- 
nate fact of life that, even new, 
many games are released 
quicker and cheaper for the 
Spectrum than for the Arnold 
as your letters frequently point 
GUI 

h has to be seen as compe- 
tition for the CPC464 on price 
alone. Amstrad is quick to poin! 
out that the 464 comes with a 
monitor as well, but it is f50 
dearer with a mono screen, and 
£150 more with the colour 
screen, 

Amstrad has said Lhere are 
no plans lo discontinue the 46$. 
and that it is still selling well. 

The good news is dial, 
aside from the huge software 
library, the Arnold is a better 
computer all round. Graphic re- 
solution of the Arnold is 
640 * ZOO in two colours, 
320 in tour colours, or 



160 * 200 in 16 colours. The 
Spectrum can offer a pixel reso- 
lution of 256*192 with eight 
colours, but suffers from an un- 
fortunate disease known as 
"attribute clash 1 . This means that 
any eight^by-eight pixel grid 
can contain only two colours, 
which severely limits the colour 
graphic capability, and makes 
Spectrum games look much less 
vibrant than those for Arnold. 

The other serious limitation 
of the Spectrum is its Basic: 
slow, limited and non-standard. 
Locomotive Basic, on the 
other hand, is acknow- 
ledged to be one of 
Ihe best around and 
almost as fast as trut 
of Acorn's BBC / 
range. 

We will J 
monitor the Jf/ 
effect of 
this W 
new f 



machine on the Arnold 
closely over Ihe nem months 
and if any of you hear of any 
problems with software or hard* 
ware availability, Jet us know. 



AM y :j m 

// *v *J ^ ^ 

3 ? s 4 

4 ; ^ "«m 

¥ J/ J - -/i 




AM SCENE 



iheix best-selling versions 
arcade dossier And finally, De- 
cember sees the launch of that 
classic Donkey Kong - the off- 
icial version lor the Amsrrad, 

Qn the C1L stand you 
could see snippets of new re- 
leases from the company - 
though you had id stand well 
back as tftey were being shown 
on a bank of 20 TV screens. 
Dbus & M&cJuna was being 
previewed, an unusuaJ multi- 
media' experience lha< comes 
complete with accompanying 
tape featuring the voices and 
music of many well -known stars . 



Archers on cloud 9 

The Level & stand at the PCW 
Show was a little different this 
time round* as it was the 
company's fifth birthday. By 
way of celebration the stand had 
been turned into a kind of 
museum of computer history. 
Computer veterans could dte^ 
light at the sight of a Naseoni. 
while the reaE of us took in the 
power of the Amiga, 

But it wasn't all blasts from 
tho past, Mosaic Publishing re- 
vealed The Archers, written by 
Level 9 f which is an adventure 
based on the perennial radio 
semi of the same name. In the 
game you lake the part of the 
Archers' story editor > making 
the plot decisions for Eddie 
Grundy, Jack Woolley, Nelson 
Gabriel and Elizabeth Archer. 
(What do you mean, you've 
never heard of (hem?) As the 
plot unfolds you hove lo face the 
consequence* ~ which appa- 



Also due for release, thw time 
on Halloween. October 31 st, is 
the text adventure Dracui^. 
Based on the book by Brain 
Stoker it wm written by Rod 
Pike* author of Pilgrim, It wiU 
coat £7^5 on cassette. 

Oft the Martech ituid 
could be seen Uchi Mate, & judo 
simulation written with Ihe help 
of Brian jack* a 7m Dan expert 
who has won the British Cham- 
pionship 1 1 times and holds an 
Olympic medal in throwing 
people on rubber mala. The 
game offers one or two player 
options and costs £9.96 on- cass- 
ette and £13 88 on disk. 

On the Riiabur4 stand, 
aside from the excellent Music 
System and Advanced Mtu\c Sy- 
stem, reviewed in our October 
issue, and Art Studio, (he cover 
story far this issue; one could 
gaze at the atunnmg graphics of 
SSarghdar irom Argonaut Soft- 
ware for the Alan ST- The good 
news is that thai is under devel- 
opment foi the Amstred CPC 
range on both cassette and disk, 
and looks worth waiting for. 

Gremlin OnpUcs wee 
previewing its Christmas range , 
starring with Footballer ct dm 
Kear. This is not just another 
soccer simulation (or so they 
claim!) > but sees you starring off 
at (he age of IT in a Fourth 
Division Team with £500 4nd ten 
goal cards in your pocket, and 
the footballing world at your 
feit. The aim is to develop your 
career until you become Foot- 





rently include memos irom the 
loniroller of Radio -\. The test 
was written by members of the 
Archers scriptwriiuig team, so 
should have the full flavour of 
the original. 

Looking to the future, Level 
9 is working on a multi user 
dungeon which runs on nerwor- 
ked Amiga*; users access it via 
modem. Codenamed Avaior. it 
could be on-line sometime early 
next year - and should be well 
worth logging onto. 



baiter of the Year, U is schedu- 
led for September release at 
£9 98. 

Due early November is 
Trmthtitr&r, in which you play 
what appears to be a trathaE. 
The best description is possibly 
an 'action roll -Around'. Follow- 
ing this comes Future Knight, a 
tufurlsUc twenty-level action 
game act in th4 rami of a 
wrecked star cruiser. At the 
dame time Ar&ng&z is schedu- 



led fox release, an arcade ad- 
venture following in (he Wky of 
tfie Tig&r series. 




£60 Musk Machine 
has sound sampling 

One stand at tfte Qlyrnpia show 
making almost as much noise as 
that of EMR was Ram 
Electronics. This might have 
had something to do with the 
fact that Ram was showing a 
product in direct competition 
with EMfTs Midifrack 
Performer. 

Ram's £60 Music Machine is 
a Midi-based music system that 
comes complete with interface, 
software on cassette or disk, 
and even a microphone (though 
the price for the Amscrad ver- 
sion had not been set at the 
time). 

The microphone is in- 
cluded because Music Machine 
offers sound sampling', a tech- 
nique whereby natural sounds 
can be recorded digitally and 
subsequently manipulated by 
the software. 

The package also offers 
eight built-in sounds including 



drums and piano, and a drum 
section with real sounds and a 
rhythm editor, The Midi inter- 
face allows you to control fully- 
fledged Midi synthesisers And 
an earphone socket let& you lis- 
ten to the results in !he privacy 
of your own head, 

Further details from Ram 
Oeclroiucs on SS 0031, 

We hope to review one soon! 



AND THE NEXT 
SHOW 

U yom haven't already had 
enough of computer shows, 
the next one is scheduled for 
October 3rd to 5th al the 
Me volet, if ammersm it h , 
London. 

This show is dedicated to 
Amstrad owners, with more 
than 15 exhibitors to peruse 
and annoy. The organisers are 
predicting a turn-out of 
around 1S P 000 enthusiasts - 
and we will certainty he 
among them. 
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DAN DARE 
PROBLEMS 

A little note arrived on our desk 
from those nice people at Virgin 
Games. For those of you who 
haven 1 ! ilready worked it out, 



loading Dan £>are from disk re- 
quires |CFM arid not 
J*tJN j S BISC T as displayed on the 
packet. Thanks, Virgin 





nosfltc 

PUBUSHIPG 
LTD 




1B7 Upper Street 
Islington 
London N1 1RO 
Tel; 01-256 D8S9 



THRILLER 

Thriller wilier Dick Francis U 
soon to join Frederick Forsylh 
on the computer sceeen with 

Screen vision 

In bet we an your nightly ees- 
Eion£ of game-playing, st may 
hava occassionaiy occurred to 
you that it might he nice to be 
able to watch your favourite TV 
programme on Arnold's moni- 
tor. Well - now you can, thanks 
to Scr&envigion from Screens 
Microcomputer Distribution. 



Mo^Piibtiiiiine'* TwimShy - 
Th* Compute* G*m&. A tra- 
ditional adventure game com- 
bined with a hone-racing aimuJ- 
aiioa (I gueaa youYfc just got to 
read the hook*), TWicmShylkim 
been written by the ftamjam 
Gerporarion- 

Ycl lake the put oj tweher 
Jonathan Derry who has come 
into pfliiMion of some inmgu- 
ing computer tap** - your job is 
! o fm d rat what they do and get 
Owen beck to (he owner. Need 
lees to aay there are a host of 
ahady character! from the 
»amy tide of the hor**-rarfng 
business trying lo atop you. If 
you can make your way to Hut 
horaa track you can placet your 
bets and watch the race. If you 
win you return to the adventure 
with some much-needed cash in 
your pocket. This part of the 
game can be played by itself il 
yon want to practice. 

Twice Shy will b# available 
on cuwtte for £9,96 A disk 
version will follow at £1 2M. 



Scr&ttlVmm is a shmline 
box thai you plug your monitor 
into, and contains all the circui- 
try necessary to bring Dallas to 
an Arnold near you, It costs 
tm 95. so it might be easier to 
buy a. second-hand telly, but for 
further details contact Screens 
on (06274) 20664 



NOT PURE FICTION 



This may seem an odd place to 
find an item about the 45th 
World Scitsnce Fiction Conven- 
tion, but there is a special re- 
ason. The organisers of Conspi- 
racy J S7. to give its more man- 
ageable title, have asked us to 
point out that computers will 
feature quite heavily this time, 
as there will be a whole suite of 
rooms at the Metropoto given 
over lo them. 

The rooms Will contain a 
nurtiber of hardware and soft- 
ware houses stands, together 
with lectures, discussions and 
workshops on the relationship 
between the two fields. Compe- 
titions are promised, and all in 
all this should prove a show 
with a difference, 

The main event at the show 
is the Hugo Award ceremony, 
which needs no introduction to 
anyone remotely interested in 
Scence Fiction. On the lighter 
side there is theatre and a cos- 
tume competition - which has 
apparently been known to take 
over six hours. Guests of 
honour include Dorte Leasing, 
Alfred Better and Brian Aldisa, 
while Jim Burns' artwork pro- 
vides graphic backdrop and 



Dave Langtord (columnist in 
6000 PLUS, amongst other 
things) provides the humour. 

The bad news is that the 
event doesn't take place for 



another year - bo mark it down 
for 27 th August to 1st Septem- 
ber imi at the Metro polo and 
Brighton Centre, Brighton. 
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SYNTHETIC MAN CH t 



ANGES NAPPY 



Macabre Mechlabs infested with genetic 
horrors hinder Solo 1 a synthetic man, and 
Nejo, a human baby as they fight their way 
through the nighimare zones created by 
Wardiock the Machine Sorcerer to house his 
ghastly flesh experiments, the Globeweis and 
Bioberites. 

An outstanding achievement of graphics and 
animation, PRODIGY t lakes you into the 
Meditate of Mechworld where you must guide 
Solo the Syntleman through the Ice Zone, Fire 
Zone. Tech Zone and Vegie Zone, in his quest 
lor escape. 

Solo has 10 Jook after the needs of Nejo „ 
cleaning him up. feeding him and protecting 
htm as they make their way through intelligent 
mazes, teteporters, buildings with strange 
geometries and the uncanny vegetation created 



by the sorcerer Wardlock, who, as a machine 
being, is malevolent towards organic life 
PRQDtGY «s a game which demands 
compassion, guts and intelligence in ways no 
other game does 




aoes 
Mares 



Intellrgefff 

Weird self-motivated animated aliens with 
simulated intelligence. 

3D 4-way scrolling landscapes. 

An outstanding musical soundtrack 
combined with stunning sound effects . 



ZX SPECTRUM 48K.128K/-f E7.99 

AMSTRAO CPC Cassette E9.99 

AMSTRADCPCOiSk £14.99 

COMMODORE Mf'12B Cassette £9.99 

COMMODORE W1 28 Disk £14.99 

SC'TWAHE 



ELECTRIC DREAMS SOFTWARE, 31 CARLTON CRESCENT. SOUTHAMPTON. HAMPSHIRE S01 2EW. TEL: (0703) 229694 

— — , it|i , f fn!f , T , ipcjitcOrttams Software. 33 Pond Street Hrtfiiii stead, I option MW.'1 2^ 



WE NEED 
YOU! 



VFTWARl 



Serious Software is now devoted totally to the CPC range, and we need 
your help! 



With our new tnogaiine S000 Pfvs being devoted 
totally to owners of the PCW 8256 and 8512, we on 
A A ca n devote all our pages to the CPC range: the 
464 f 664 and 61 28, This means that changes are 
needed to Serious Software. 

Although the PCW became the star of Serious Software, this 
does not mean that A mstrad Action is purely a games mag row. 
Serious Software still covers what business packages come Out 
for the CPC models, but can devote more space to other aspects 
of home computing such a£ programuuiig, type-ins, hints and 
tips, comms, graphics and music. 

We would like your help with Serious Software: after all it's 
your mag, Sk*nd us your Type -ins. We are looking for quality 
listings that show elegant use of Basic or even machine -code. 
We will print them if they aire worth typing in. Use the form on 
page 96 and remember, we pay for what we print 

Having problems with Basic? Can't persuade yodl printer 
lo print? Worried about WordStar? Then write to Problem 

OUR ADDRESS 

Address your correspondence 
to Type- ins, Problem Attic, 
Hot Tips or A Day in the Life 

m 



Attic, JLmstrad Action at the Old Barn We wiJI print what 
problems we can. and if wt can't answer Them ourselves then 
maybe one of our multitude of readers can - and if ihey can t 
they might like to read ihe reply, But please don't ask us tor 
solutions to games. If we printed those 31 might spoil the game 
for others, and there mighl not be room m AA for anything else! 

Send us your hints and tips. If you've found any neal tricks 
to use m Basic, WordStar, Graphic Advent me Creator; Quill, 
dBase]], or machine-code or just want to show off - then send 
your tips to Hot Tips, Amstrad Action, a! the Old Earn. 

And if you are using your CPC to control your train set, run 
your business, play m a rock'n'roll band, or anything else that 
you might like to tell us about the addtess is A Day in the Life, 
Amstrad Action, at the same address. The series kicks off with 
a look at how we produce Amstrad Action on Arnolds, but we 
would rather hear from you Tell us what you are up to m 
anything from five to 500 words, and we will let the cat out ol the 
bag Please include your phone number loo, so that we can 
contact you should we need more details, 

CPC owtifeis, this mag's totally for you! 

Amstrad Action, Future 
Publishing Limited, Brunei 
Precinct, Sornerto&t Somerset, 
TAl] 5 AH 



SERIOUS SOFTWARE TOP TEN 

The chart created by AA readers 



Thta 
rrontfi 


Las! 


i %of notes 




Software house 


1. 


1 


27.4% 


GRAPHIC ADVENTURE CREATOR 


Incentive 


2. 


7 


10.4% 


EASI AWISWORD 


Amsoft 


3. 


8 


6,8% 


MINI OFFICE 11 


Database 


4. 




4.2% 


DISCOVERY 


Siren 


5. 


3 


4.0% 


LASER BASIC 


Ocean 


6, 


2 


3.8% 


AMX MOUSE 


AMS 


7. 


4 


3.5% 


TASWORD 


Tasword 


8. 


6 


3.0% 


MINI OFFICE 


Database 


9. 


9 


1.5% 


THE QUILL 


Gilsoft 


10. 


10 


1.0% 


ELECTRIC STUDIO LIGHTPEN 


Eiectric Studio 




And Giaphie Adwntvm Cmafot is stil at number one, with I'm not going to say anything else about Easf Am&woni. 

over quarter of you out there reckoning it lo be the* best there doesn't seem to be a lot of point. But Discovery 

thing since sliced bread. Whet is happening to all these has certainly dashed in there, in the number four 

adventures then? Tell us, pleaso, what you are creating position. II you want your vo& included in these chads, 

on GAG and we will let everyone etei know. use the form on page 96. 
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speaks of a 
child captured, 
then raised by the Apes. 

The child became a man 
- and Lord of his jungle domain. 

NOW THE LEGEND 
COMES TO LIFE! 

Available from all leading software retailers or order today by 
mail. Prices include postage and packing plus VAT. 



SPECTRUM £7,95 

COMMODORE m i:k 

Cassette £8,95 
Disc £12.95 

AMSTRAD 464--664--6128 

Cassette £8.95 
Disc £14.95 

MSX £8.95 



BBC ^'/ELECTRON 

Cassette £8.95 



BBC *B* 

Disc £12.95 



mciftech 



Martcch is the registered trade mark of 
Software Commumcations Limited, Martech House, 
Bav Terrace, Peve^sey Bay, East Sussex BN24 6EE 
TRADE ENQUIRIES WELCOME. PHONE: (0323) 768456 TELEX: 878373 Manax G 



Ojpyfi^ or;. IMJ. lvk* EDGAR RICK BURROUGHS, IXC 



SPECIAL 



Absolu 




More on printing this month, 
as Andrew Wiltbn continues 
our crash course in Basic 



SHORT-CUTS 

The PRINT command is one of the most commonly used features 
of Basic. Because of this, a lot of abbreviations have developed 
over the years, to save time typing programs in. Right back in 
Part 1 we saw how you can save time by typing a question-mark 
instead of the command itself. 

Thv command is still pretty cumbersome to use Try this 
little program: 

10 FORb» J to 10 
m PSCOft "TM* is mroag* 

40 ^»Hrr * out of a total »f t*» M 
SOHSXTb 

Even using question-marks, that's a bit long-winded For such a 
simple operation- L' you wanted to do all that printing in one 
program line, you'd end up typing: 




PART 7 




? Si TM& fct m*saage atntki ";;? b;;? H out of m total of torn" 

Notice the way you have to put semicolons to stop Arnold from 
moving down a line, immediately followed by colons to sepa- 
rate it from the next PRINT command, 

In fact, you don I have to do anything so complex. if you 
want to print a whole load of things on one kne of the screen - 
be they messages, variable values or whatever - you only need 
one PRINT command fox the lot of them. That dreadful line 
above becomes: 




This time you dor.i need any co^M, because you're not trying 
to separate different commands. The only command in the line 
lb the question-mark at the beginning, meaning 'PRINT' . The 
rest of the line is just the material you want printed - we coll this 
the printhst. The semicolons between the different items not 
only separate them, but also make sure Arnold prints them all 
on the same line of the screen 

Although PRINT was one of the very first commands we 
covered in Absolute Ifaginiwis Part l p we saw it there only in its 
simplest form. When we met FOR-NEXT loops a couple of 
issues back, we came across, another use of PRINT, This little 
program shows both forms of PRINT command at work: 



lOMUtrr "JUul n*w for * whole JU>ft4 «f jtwn.|>*ni" 

m wmtr "fhrf» m % folk*!" 

The PRINT commands in lines 10 and 50 each put a message on 
screen* while the one in line 30 prints out the value of the loop 
variable *** for each pass through the FOR-NEXT loop. 

This much you've seen before in other forms. Now sry 
typing in a new line berwnen lines 20 and 30: 



I 

1. 1 

Note the semicolon at the end of the line, Don't put a colon there 
by mistake, or you'll miss the point of the exercise. 

You won't be surprised to find that line 23 prints the 
message 'Number 1 on screen. Line 30 then prints the value of 
V p but on the same Line of the screen thai the 'Number * 
message went on - and this is new. Up till low, each PUNT 
message has gone on its own separate line of the screen. 

Every time Arnold gets a PRINT command, he puis she 
message (or variable value or whatever) on screen and then 
moves down a line, He does this because: he assumes you'll 
want the next message printed on a separate line- You can see 
this very clearly indeed if you add this new lino 35 to the 
program: 



35 



When you now run the program you'll find it leaves a blank line 
after each 'Number such-and-such 1 message. The PRINT com- 
mand in line 35 makes Arnold move dowr. to the next line of the 
screen, even though there isn't any message for him to print- 
As we've seen, Arnold assumes thai he's; supposed to move 
down a line after each PRINT command. Sometimes you won't 
want him to do this, so you'll have to tell him not to. That 
semicolon on the end of I me 25 tells Arnold to slay on the same 
line, and this means that line 30 prints the value of 'a 1 on the 
same line as each 'Number ' message. 

IF ... 

Let's use our new knowledge of printing straightaway. Type 
this program in and run it; 




1 1 



it rem 



► 
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Mathematically, this is always going to be right. The expression 
1 10-c 1 in line SO always works out as the number of messages 
still to be printed. Grammatically though, it's got one slight 
problem: the laal message but one will read, 'There will be 1 
more message like this", and, that's not terribly good English, 

Edit line 30 and add a new line 2S, so that the two run as 
follows: 



»XT 4^= -S XWPI WUWT *s* l b H«« than or »*f**J to ft** ELSE 

Now Arnold gets it right, and you get your first look at three 
extremely powerful commands IF, THEN and ELSE. These 
give you much more control over Arnold than you've had so 
far. 

Up till now + Arnold has done precisely what yon told him to 
do. He hasn't been at all intelligent about this: he's just blindly 
followed your orders. With IF, THEN and ELSE, all this changes. 
If you want Arnold to do something in a particular set of 
circumstances only, you can tell him so. The command 'IF a = 40 
THEN PRINT b 1 tells Arnold to print the value of the variable *b\ 
but only if 'a 4 has a value of 40. If fc a' does not have a value of 40 ; 
then Arnold ignores the PRINT command altogether. 

Suppose we had a line reading '[Fa - 40 THEN PRINT b . 
On its own the command 'PRINT b" would tell Arnold to display 
the value of the variable "b F on the screen, but that "IF a = 40 
THEN qualifies things. It tells Arnold that he should obey the 
PRINT b' only if V ha* & waJue of 40, 

We call a 40' the condition of the IF-THEN command. 
Don't mistake it for an assignment command; (hey may look 
similar* but conditions and assignments are completely differ- 
ent. The condition a-^40 ? doesn't change the value of 'a s - ft just 
tests it. 

When Arnold comes across an IF command, he evaluates 
the condition. That is r he checks to see whether or not it's true. If 
the condition is true - if fc a 4 is equal to 40, or '10-c 1 is equal to 1 
in the earlier example Arnold finds the command after THEN 
and performs it. 

So much for IF and THEN, but what about ELSE? WeU T just 
as THEN tells Arnold what to do if the condition is true. ELSE 
tells him what to do if it's false. In line 25 above, the THEN 
command ieLL£ him so print the first message while the ELSE ie]ls 
him to print the second One. Be chooses between them using the 
condition. 

If the condition 10 c - I 1 is true - if 10-c' does equal 1, in 
other words - Arnold prints the first message, as the THEN 
command instructs him, If it's false, however, he ignores THEN 
and the PRINT command which follows it. Instead he prints the 
second message, because that's what ELSE tells him to do. 

Let's look ai another example of IF* THEN-ELSE programm- 
ing. This time there's a very important job for an IF-THEN 
command to do. First of all. here's the listing without an IP- 
THEN: 



»Jrt>* : fc»4 to a tits* 
m wturr divide by 




going to look like. It will bo something like "IF (b is zero) THEN 
(print a special message; ELSE (do whai the old line 30 did) c r 
See if you can work out a finished line 30 for yourself. 

MORE CONDITIONS 

We've seen how Arnold can cope with IF-conditions tike H a = 4CT 
or "10-c** r, but he's a lot more flexible Thar. this. Try typing 
this program in and running it: 



?Mi*»d-l TO 10 
|P$F 4*4 THEN PRINT d; 



is less ELSE I 



PRINT 




I ■ 



The sign V is the tes&ihm sign. So *IF d<5' reads 'if d is less 
than 5*, When a d' is less than S Arnold obeys the first PRINT 
command and the rest of the time he obeys the second one. 

There's a corresponding V sign which means greater- 
than, and together these [wo signs are called inaqualiii&s, (To 
remember which is which, you can think of a megaphone' small 
sound at smaller end, big noise at big end.) 

Notice what happens in the above program when d is equal 
to 5: Arnold obeys the second of the two FRINT commands, 
because 'less than 3 is a strict condition. If you mean "*ess than or 
equal to' you must use the less-than and equals signs together, 
like this: 

26 MUJfr ******* will be ,f ;lfl-c? 

2S EF I«-e • ! THEN PRINT "mart me tug* ttkm tltf 
PRINT "max* tn*»M#*i Ukm this 11 

You can do the same with the greater-than and equals 
signs, and in both cases it doesn't matter which way round the 
srgns go: a > = 1 and 1 = >* mean the same filing. 

The most useful combination of signs is noi-&qa&]„ which 
you make with the greater-than and less-man signs like so: '<>". 

Often you'll find you can get the same results two different 
ways with an IF-THEN-EL3E command. As fer as Arnold is 
concerned, TF a ~ 1 THEN 1 ELSE i>=2" is the same as 'BP 
a. > 1 THEM b = 2 ELSE b = 1*. 



■ 



That 'STEP -I' means that the value ot the loop variable V 
counts downwards, in this case from four io zero. When the 
value of k h* gels to zero h Arnold gets into problems with line 30. 

The last item in line 30 's prinflist is 'a/b r the value of V 
divided by the value of %\ in other words. Since "b fc ls zero on 
the last run through. Arnold tries to divide the value of 'a' by 
zero and print the result. He can't do this properly, because 
dividing a number by zero is a mathematical impossibility. 
Instead he prints up the error message 'Division by zero', along 
with a nonsense value for 'a/b' . 

By substituting m a new line 30 with a suitable IF-THEN 
command in it we can avoid this problem. What we want is a 
line which testa for the loop variable k b* being equal to zero, 
puts up a special message ii it ls zero, or just carries on with the 
division if it isn't 

You should now have a lair idea what the new line 30 is 



SUMMARY 

The PRINT command normally puts each printed message on a 
new line. Ef you follow the message with a semicolon ( ; ) Arnold 
will print the next message on the same line. 

You can print a series of messages with one PRINT 
command, putting them in a prmthsl. 

The commands IF, THEN and ELSE let you specify alterna- 
te commands to be performed in different circumstances A 
line using IF goes "IF (condition) THEN t&rst command) ELSE 
(second command) 1 . 

The condition is something like a 30* or b 10 r , and tells 
Arnold how to choose which command he should obey - the 
first one or the second, that is. If the condition is true - if 'a' has a 
value of 30 or l b' has a value of less than 10, in the two examples 
then he will obey the fiTBl command . Otherwise, he'll obey the 
second One 

The 'ELSE (second command) 1 part of an -THEN-ELSE line 
is optional. If there's no ELSE command nr.d The condition 
false, Arnold will just go on to the next line 

Types of condition (with $om? examples): 

equals 

<= less than fa^b' means 'a is less than 

in 

greater than 

or -< loss than or equal to ("a*. - b' means "a is less 

than or equal to b k ) 



: . - or - > greater than or equal to 

not equal ('a< *b F means 'a isn't equal 
tob) 
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GAMES AT THE 



SPEED OF LIGHT.". 



LIGHTFORCE is for VENGEANCE.. 
LIGHTFORCE is the Punishment Arm of 
Galactic Fighter Command. 
When a Terra.n-settled system at the edge of 
the galaxy is seized by an alien force, revenge 
comes in the form of a lone 
LIGHTFORCE fighter. 
LIGHTFORCE confronts alien in a dazzling 
battle above the strange landscapes of the 
Ice-Planet,! he Jungle Planet, Alien factories 
and the impassable Asteroid Belt. m 
LIGHTFORCE — at the speed of Light 
- from FTL. 



* 9 



SHOCKWAY RIDERS are ike pick of the 
street gangs - ATHLETIC, AGGRESSIVE & 
ARROGANT -*as they cruise along the 
tjiple-speed moving walkways that circle 
the great MEGAClTYS^of-tiie 2 1st Century. 
THE ULTIMATE AIM OF EVERY RIDER 
is to go "FULL CIRCLE*' - to do that, he musf 
fight off the Block Boys, the Cops and the 
Vigilantes - as well as negotiating the Speed 
Traps and Rider Ramps erected by the angry 

local residents! 
SHOCKWAY RIDER is the most original 
arcade game* of the y^r - 
THE ULTIMATE FUTURE SHOCK!! 





LIGHTFORCE AVAILABLE SEPT. '86 * 
SHOCKWA Y RIDER A VA/LABLE OCT. '86 

SPECTRUM £7. 95 
AMSTRAD & COMMODORE £8.95 



FASTER -THAN 'UGHT ftl faster than light, carter follis group of companies, 

SEDGLEY ROAD EAST, TIPTON, WEST MIDLANDS DY4 7UJ Tel: 021 520 29&1 (4 line?) 
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If you have followed this series through from Part On*, 
you will be pleased to hew that you or* now tn a 
position to moke some practical use of your knowled- 
ge of CP/M — by doing some 'housekeeping 7 . This 
doesn't mean you have to get the Hoover out, but 
refers to the practice of keeping your disks fn order and 
using them efficiently for storing programs and 
documents. 

When you buy a program - a word-processor, a database or a 
computer language for example - what you are buying is a 
J master p disk that contains the program files you need, and 
probably some sample files and maybe a tutorial to set you on 
your feet. It is good practice to make botlt a 'backup 1 of the 
master disk (or dieks), so that you don't corrupt it s and a 'work' 
disk which you use from day to day. 

We have already touched on the subject of backups in Part 
Three of this series, We made a backup of your CP/M master 
disk so that you didn't have to keep using your only copy of the 
operating system. To recap briefly, we used the DisckitS 
program (or Diackit2 if you have CP/M version 3.2 rather than 
CP/M Plus) to copy the contents of your master disk onto a blank 
disk. 

The Disckii programs are ideal for making backup copies 
of master disks as they actually copy disks exactly: bit tor bit as 
they appear on the master disk. To make a backup copy, first 
insert your CP/M master disk into the built-in drive and boot up 
CP/M, Then enter DISCEJT2 or DISCKIT3 according to which 
version you have. A menu appears on the screen which is fairly 
self-explanatory - except that the numbers for activating each 
option refer to the function keys and not the numerical keys 
along the top of your keyboard. 

So press the fT function key to copy a disk. A new menu 
appears asking you which drive contains the dLsk you wish to 
read from; this is the disk you will be copying from. So press IS 
for the built-in drive. The next menu asks where the disk you 
wish to write to is to be found: the disk you wish to copy to. If 
you have only one drive then press but if you have a second 
drive attached press fS- 

The screen should clear, and ask you to insert the disc you 
wish to WRITE. Remove your CP/M master disk and insert the 
program disk you want to copy, and then press any key. From 
then on just follow the instructions on the screen. If you have a 
single-drive system you have to keep swapping the two disks 
back and forth as Arnold reads chunks of data from the source 
disk into memory, and then copies it back out to the destination 
disk If you have two drives you can ait back and watch the 
drive lights flash back and forth as Arnold reads from one disk 
and writes to the other. 

hi either case it is a good idea to make sure the protection 
tabs on your master disk are in before you start, in case you get 



^^^^^ muddled up 

between source 
and destination al some 
point after all, Arnold doesn't 
■ the difference I 

ISKS 

You now have a backup disk, which is a direct copy 
of the master disk, Pus your master disk away somewhere 
safe (if it's really important, in a different building in case 
ore burns down!), You won't have to use the master disk 
again unless some clung goes badly wrong with your backup. 

Put your backup copy into your built-in disk drive and 
enter DHL to look at the disk's die directory, It will probably 
contain quire a number of files, many of which you are unlikely 
to use m aay to d.iy work and are really just taking up valuable 
disk space that could be better used. 

In particular there may be various files labelled README 
or SAMPLE, or with .DOC or .TXT extensions, that are there to 
help the novice use the program: they are meant to be 
discarded once you know what you are doing. The idea of a 
work 1 disk is to prepare a disk that contains only the files you 
need from day to day r hopefully leaving you enough space on 
die disk to store the documents and data you will be creating 
while you work. 

The first thing to do is decide which files you are going to 
need These may be listed in the documentation supplied with 
the package, but as a general rule of thumb you will probably 
need most of the files with a .COM extension. 

For example, if you are working with WordStar you are 
going to need WS.COM as this contains the main program itself. 
You are also likely to need the overlay' files - those with an 
.OVK extension - as these are called by the main program when 
needed. There may well be a short file with the .SUB extension 
which should be on your work disk; we will look at Submit files 
later in this aeries. Don't be too concerned about missing any 
vital files out, as the program should throw up an error message 
if it finds a file missing: a message such as WSLOVS missing 
makes its point quite clearly. 

It is also a good idea, if you have the space, to copy 
DER.COM from side one of your CP/M system disk onto your 
work disk (or STAT.COM if you are running CP/M version 2.2). 
Having these files on your work disk Lets you easily find out how 
much space you have left without the inconvenience of continu- 
ally swapping disks. Having PIP, COM would be useful too, as 
you could copy files from dbk to disk without too much 
aggravation. 

CREATING A WORK DISK 

The first stage in creating your work disk is to format a new, 
blank disk and copy the system tracks onto it so that it is a 'boot 
disk 1 - containing CP/M itself. This is done, again r with the help 
of the Disckit programs, Run JPISCKIT2 or DISCKIT3, but this 
time press f4 to format a disk, Pre&s f9 from the next menu, to 
format your work disk in "system format*; and the f8 or (5 key 
according to the number of drives you have. Remember your 
built-in drive is A\ and your second drive, if you are so 
privileged, is B\ Follow the instructions on the screen and sit 
back as your new disk is formatted. 

You should now have a freshly formatted disk, pristine 
clean and ready for the files necessary to turn it into a fully- 
Hedged work disk. 

So how do you copy the files across? by using the PIP 
command of course, as we learnt in Part Four last month. Start 
by pipping across the PEP.COM file itself h and DIK.COM from 
your CP/M master disk. Insert your CP/M master disk into the 
built-in drive and enler. 

A>plp 

*b: - pip.com 
*1k ■ dix>com 
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SPECIAL 



WJfH ACPC664 



r.Jf yot* :i #rfir tfr*t', owmx of & 

dJ«<lv^t*gcsd - you 
% trot wttto CP/M 2 3 and 
fro <Sfft*t lyes'* * coj»y of 

do cotfata srttor 

IT is swad to foment a 
| bJimfc rijwk in «y*t«n tmmtiTk* 
pto^T4*!i is u*or*d in * 81* 



- «$jh : to SontiAt your, disk to Bat*. | 
Forma? ~ without eft* system 
tracks - tfa<m use the quatifiar. 

DISC COPY b u**d for copying 
disks a you have * iiJigl**4xsw 
system and, Uks DJCSOQT, vriJJ 
fomai tb» disk loo if this tiw'i 
b&en don* airtutdy. Its sister 
command is COPYDISC, which 
ia used if you h*v* taro disk 



COPYING F1U5 WITH 

A* jttfeftttenad ixvPsrt Fo wr of 
to* sfffiw, ccpymtf fit** bwn 
tlip^c to sstothw turing PIP 
j timfer CP/M 2.2 is possible oiUy 
if ym t&mBy -hats* tsf** disk 
t dri¥&«, ; if yon xwdy hare on* 
; drtv* you w* a M stuck, but 
! ^w^tfuBy Axt^trad has *qppU#d 

aootlu** P^MpK 
I FHJECOFY.COM, spftdfiotlly 

dasigMd for this purpose 80 to 
| copy * ite under CP/M SL3 you 

use lljit command ITLECOPT 



Tb* fiJ*namo can b* ambiguous, 
Pp^tt ii quite QK, tot fcxAmpift , Id 
■ay FUXCOFT *,COM if you 
wish eo copy dl the comnuutd 
40m from yotir source disk, Tb* 
icraeft prompts you quite dmr* 
iy wheA you most change disks 
but it is up to you to keep 

:r?«Wfc of Which ii thft SOURCE 
disk and wbich the 
DESTINATION. (It niighl be 
wise to use the writ*-p*otaet wb 
op ycKix soura dMc) 



COPY-PROTECTED PROGRAMS 

I Making working cop&as of your tunaiftly than is litUe that you 



[ p jrogtfta* vartng PIP is straight- 
tontai^ mdoss Ch« master disk 
i* ^oo^^irowctsfdV This ma^ns 
thai it *B*v*t bit oi cod* on th* 
riiastes dsak p wmmts yo*r frcwa 
«pyifl5 t*» files ^ a sy**erft 

rate* c*pfct&}i&iscf on Other 

It *j*o make* it difficult lor 
p*vp)# lite us, wiio w*nt to 
mtet togitimaite ooptnt for 
twek^p ftn-i work disks- UM^t- 



can do About oopy-protected 
piDCfiam^, utiLw ift# prot<*ctiw 
is fftirly fa*«ic. Try doing a 
DDtortory tit th* master disk. 
One «ft*y form of protection is 
flmj^y to tsbttl ftl^s *££/*/r*m^, 
whioh pj«vmt» others from 
ttgfcm rii format lor FLPping 
across a}} the files on a disk. 
This can to* curawswntsd Just 
as #*sily by rsnaznlng the ar>-> 
propjri*t« fites* 
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PROBLEM ATTIC 



We've had a lot of letters in the Problem Attic postbag 
this month asking about hardware scrolling, arid how 
ft can be used in Basic programs. Well, this is rather too 
complicated a subject for a straightforward three- 
paragraph reply - three pages would be more like it. 
Normally at such timet we just mutter 'Mot enough 
space* and move on to the letters we can answer 
briefly. 

It's a pretty interesting subject though, and it 
neatly ties in with a letter in last month's PA about 
Ghosts and Gcbftns* Just this once then, we 1 re going to 
give a complicated subject the space it needs - but you 
needn't think we're going to make a habit of Ft. 

Vertical scrolling is very easy; and there's no real problem 
adding it to B^gig games. This program illustrates scrolling the 
screen up and down. 

10 x. t;rjurs1-FQS((J#) y .coord -VPD^(flO) "store* twsnr 
poait ton 

20 LOCATE 1.1 'movfls cursor to top or screen 

30 PRINT CHR$(11) 'moves cursor up one line, farting 

screen to scroll down 

3b WHILE INKFYS-"- :WEN0 1 waits Tor you to ur**s $ kny 
40 LOCATE 1*26 'moves uursor to bottom of screen 
50 PRINT CHH^(iO) 1 movflfi cursor down or>o line, forcing 
Scraen to SCTOl 1 up 

60 LOCATE x .coorcJ. y . cogrd 1 restores previous Cursor 
pm i Lion 

Thia doesn't do anything very impressive, but you should be 
able to get th^ general idea from the comments on each line. 

Horizontal scrolling isn't anywhere near so easy. U you 
want to scroll the screen sideways from Basic you'll need to use 
the OUT command, which sends a number to a peripheral chip. 
That'll be enough to put quite a lot of people off, but it isn't too 
difficult. The only problem is that it messes up the way Arnold 
writes thing* to the screen, Hue listing should give you an idea 
what 1 mean? 



10 mode 2 

20 FOR a-1 TO ?S 



'could us* PRAflfc fi64/Gl 28 



30 CALL 
40 OUT &BC00.13 
50 OUI ftBDOO.S 
fiO NEXT a 
70 LOCATE 1 , 1 

80 PRINT "This should be in Lhtj top left corner" 

As you'll see if you run this. Arnold can t cope with the changes 
you've made. All printing carries on as if the screen was still 
unsci oiled To get your screen back to normal you can either 
type MODE 2, or force a vertical scroll using the cursor keys, 

This last point is another reason why the OUT method of 
horizontal scrolling doesn't work too well. Every time you force 
a vertical scroll using the simple method we started with, you 
undo any horizontal scrolling you've done using OUT, 

Horizontal scrolling is much easier if you know a little 
machine-code. Two firmware routines make the programming 
very easy indeed, and they let Arnold know whal you're doing 
bo he can print to the screen properly. 

NON-TECHNICAL 

To start with, here's a Basic program which uses the firmware 




routines. You don't need to 
know a thing about machine-code to 
use them, but there's an explanation 
afterwards for anyone who's interested. 

ID DATA SCn &De i ftSC.&23,&Z3.4C3.S0S^BC 
20 DATA &C0 &0e,&BC.&2B, &2B.&C:i<&0& .tfiC 
30 O Idaen-H 1 HEM : MEMORY (oldmen-16) 'makes 
roov for macft in& code 
AO FOR a-HMEH+1 TO old*** 'this loop 
50 READ drPOKE a , i> p pofc«& in 

GO NEXT a 'the machine code 

70 scUr s t-HIMEI^l scr ight-HlHEM*9 
80 FOfl c-1 TO TOO 
90 CALL &B019 *saae as 664/6128 FRAME command 
100 CALL *clcft 'scrolls left 
110 NtJCT c 
120 FOR c-1 TO 76 
130 CALL &8D19 

140 CALL scrlght *fg rails right 
150 NEXT 5 
160 LUCAlb i l 

170 PRINT "This tS in the Lop loft corner* 

ISO MEHQflY oldmem 1 red a ias space used for roach in* code 

The important bits of the program axe lines 10 to 70 which set up 
the scroll routines, and line 180 which dismantles them after 
youVe finished with thorn. If you start your program with the 
commands in lines 10-70 and finish with the MEMORY command 
from line 180, you can use the commands CALL Mcl&ft and CALL 
scright whenever you want to scroll the screen left or right. 

BOFFINS ONLY 

Tint's all you need to know to use the routines from Basic H 
you're interested though, here's how the first routine 
diaaa senib ] e i ; 



scleft: 



CALL 4BC0C SCR -GET- LOCATION 

:No entry conditions on exit, HL 
: contain* the current ■screen off sot' 



INC HL 
I ML HL 
Jp &SC05 

, Value in HL 
,nf f set fc . 



, [ ncrease$ HL 
; by two 

;SCR-SET-OFFS£T 
is used as. n*w 'screen 



The second one's the same, but with DECs instead of IWCa. In 
other words, one increases the "screen offset' by two and the 
other decreases it by two. 

Clearly the screen oflaet La the key to horizontal scrolling 
id crease it by two to scroll left a Fortieth of a screen's width, or 
decrease it by two to scroll right. It's also, incidentally P the key 
to vertical hardware scrolling from machine-code. Increase the 
offset by SO (decimal) to scoll up one line, or decrease it 
similarly to scroll down. This acwunts for something you'll have 
noticed with the Basic horizontal -scroll program: scrolling left 
or right by a whole screenful also scrolls the screen up or down 
one line. 

None of this tells you what the screen offset actually is, but 
we'd be here all day if I tried explaining that, H youire really 
keen to know about audi things get hold of Amsoft's CPC 
Firmware Guide, read it and inwardly digest it- Once you've 
done that> you 11 be ready for the technical stuff that follows, 

GHOSTS AMI? GOBLINS 

Yes p it's that horrifying saga of colour modulators producing 
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NEW MASTER DISC ** NEW 



The amy D**c U tllity Fae^e you wlfeE ever ne#d, Thlt die dot* It nil !! 



IMAGE 

□3RECTORV EDITOR 

SECTOR EDITOR 

□ E PROTECTOR 

□ ISC HEADER 
TAPE HEADER 
TflANfS FILE 

DISC WAP 
TYPE FILE 
DUMP FILE 
ZJP DISC 



- Backup your discs [ir*ducJ pg *unny ipn-pis 
Uierjse Files sftow tidden filea , secure Nes ere 

- Lirjriiningfasl Ft>miatn?r 

- rjisplny ftlflrt. J engrh , bjcbcuIw addnsases #K. 

- As disc neadflf but for tap* 

-T'ansfar idivdual H01 from d Lo^isc/c*sc to 
tape 

^■splays how 'ilea ftn& 9ttne<d r>r-tfic r 

- Displays or &a ssr.'pnnl w and Asci if*. 

- Displalf in Hutf AsQi tarmal ttiGeomoms oJ a file. 

- Soew up you r c r ive &y up:o 20% 
464«64.'fi1?8 DISC ONLY Et2.9t 



WHAT THE REVIEWS HAVE SAID 

'The Mas ler D isc cliliae & di sc from S ren Software is a definite must 
for all disc owners" Amtix June "Bo" 

r Sorr.0 of the uti i ties are e scellentay done F Popular Co-npuiing 
Wnekly 

h Thfi package* Rftam* '.o -work qu»t& well on if\a full range 1 of rn&fih<nG&' 
Annx Juns u B6 

"This Siron OACtoga really d&M otter you quiio a lot for your money " 
Am s trad Actron. Juno 

"Each section is fuely docunanled with clear and prea&e instructions" 
Amu*, Juno "86 



NEW DISCOVERY PLUS NEW 

TH6 ULTIMATE TAPE TO DISC TRANSFER PROGRAM 

* The only ora; to auLorrtabcalry transfer hcack?rlps normal and 
ftjibolfradors at rfts* touch of a key 

* Contains tour progmmft giving you far more power. 

' Will irtwsr&r the majority of your software, even programs that 
other wpiers will noi copy 

* Will handFe a wid& rar.gc ol ditto rcnt tu rboksaders 

* Absolirtaiyng- programming ability needed. 

* Comes cornp'.DLc 1 wish *ull easy 10 loltow oxtails of how to 
transfer over 100 different prog ram* using Di&covary Phis. 

4 AH parts of the package are very easy to use 
f Full details will enable even rhe I- r &r lime user to iransfer Eheir 
programs. 

* This reaPly is so rnudh better than any other transfer 
program, we wl rafand your money Twice shauid you Ind 
a better one. 

Am sired Action MagarinB laid of our old Discovery 
Program, "Probably the best of she jape io disc 
copiers". Discovery Plus is definitely the best. 

CompatlbJe with iha 4SA> 664 & 61 2B. On disc 

only £14.99 

Updates 

H you f-atre oitf Discover, pog^-n. 10 rew y& fra ia'es.1 c*e, return 4 
to u& wffi a r^equa or p 0 °e>r £5 39 M yog Taw ^^k) <r £fl 99 (1 ymi 
hava 11 on cape ) Ptosa tend the 'jpe.'ijsc; bo* * .71 ft 

Trw*™t r Amth* lp owwrt 
Se^d us your Transnai r Amshe p c-st itomaiess ir kk) arxl receve a C2 50 



F-o- gptiedydtfiwy 

P.O.stilc,» 



SIREN SOFTWARE 
Trail ord Technology Centre, 
43 Elalnore Road, 
Manchester Hi 6 OWG, 



Tel: 06 1*8 46 9233 p*tt» iridt lMtw wunvriv* 



SIREN SOFTWARE 



DiSCOUWT SOFTWARE 



3 STATION CRESCENT - V^ESTCOMBE PARK 
3LACKHEATH * SE3 7ER 
Access csrders/enquirlestel: 01-305-0521 

ALL tNCLUQE FRcEFASTOZUV&m if FMc U.K. ONLY. PLEASE ADD 

TOP Pffi TAPE ON EUROPEAN QRQERSAND 1.0QELSEWH£R€. 

New tiltes arr ivmg every day, please ring for details, 
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WHY HOI COME AND PICK UP YOUR SOFTW ARE Pi : n SON ALLY PMM OUH 
D1&COUHT SHOP AT 3 STATIOH Crt£Sfj£NL WEBTCOMB^ FARt, BLACKHfiATH, 
LONDON 3 7EH. AI'jKT GUT &l P E WE PfkRK RJMLWAY STATlOW ON 

THE SftUTI FERN REGION, OF EN SATURDAYS ONLY FROM IQLJtTTiL &.00f*M 





Also for Amstrarf PCW & Amslrad PC 
— Wrrlo lor catalog u«. 

NOW ONLY £12.95 discs & £9S5 c asset te&. 
£2 PAP (includes airman worldwide) 

TfeKfts lhe use od numbef, sirr^e ar^hrtMtic, s^pa -scog^ifon, hcytsnt ihrts 
anO ar Leain wJi Supertcjd 
Music InvAdm (7 adui) 

Mjsic- cctTjpceer and pierc payar. BuHerl giaphc pfeswiiML o&ro&s^ up la 1000 
ines. Simple io jse, " .noreciw value lo? no^ev' 
Mag^c Mams w-bj 

Herfi aE lam is a matr^ p-ogram wfich feslf docs ^erif sr# H*m ^dtc^iiorial gam? , 
Dealing m i xftrrjcr and ^usciadnn. i bnngs ne* sianc^s x edx^bnal softie. 
rWllltelfl(dl2) 

Tiie ^3: adciciivi? mai^i game J s- in& age group. Careening ort r*uupit=:fln and 
rJMwn, ir ^vbs hours fLr Dom Igr less 
Muiic Thwry 

A COrnprtintTisivi; fn.5ic cci^se TnkK3 grace ohj ttawy. 
Banc Geometry (»4] 

EjtcgHen: usfl cr r& oomp.-er n ^yrjOucr^ Shis. ckrxUi ar^ec^ A i^y ^ l >\hn c»n 
^eyocard 

B^tlar Spiling ^ 2 

"^c -narfoi "««iGr n ^ r^j programs qwng j«u 16 menu opions »cft?cw ^ 
Bern Warn* i<i 2-i 6) 

Using excM*! graryves ir.s course wl naiv leam«r. I ccj want a ntai^s 

»u ss toil wn^e *0# to and be ouppouiidl 

Priyiits 

^ ?"cs: ighi^ -jtec pwa*i *?r the i2 sc 16 ye»r Qlo U&ng supertj prap^cs it has 

com on ring secons oi^^jcs 

ChtmiiljfY 

Th< ic^al pfogi^am ^ ji^b a kd an «3gg n suas^i ^ai :ov£t5 w 3 i*tpc*tant 

vecions of CheTi'&Vy *&r lEtq. ieye«f do*. 

Slotem 

.ftan by cSftisnno^ and pi your wis K£ ri! n*j sr^sef 01 lopes such it oa^c. 
TiarT* phQiosynihets. r«c-raripn, rtprgdwi^n 3 rc k A- "an t?f prolessbral 
anhor iik# a]! out program 

A specialisl £udy ol weather anrj oine(e and i^ed i^pes Einpc^ ly cma «(. 



ALSO FOR PCW 825 S 
VISA HOTLINE rtHffl *35»li 2 re (UM 
1 ordfr only. Sertd ertsqufr po^w no igr >r rr^ujtt Miwy 
l^dowvali Eatai^ Ranien, Lim«BlC^ IfiUfliJ. 
TolcphOr*: (061 ) 27tH fU.K.) OlMSMlWN 
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The CALL in line 100 scrolls the screen left by a fortieth of 
its width, and the OUTs move it back to the right by an eightieth: 
net result, a scroll/ move of an eightieth to the left. A fiftieth of a 
second later the OUTs in line 1 30 move the screen to the left by 



Customised boot 

D Herringlon (September) 
should proceed as follows l 
Type |cpr to boot a disk con- 
Liming Setwp,com (the system 
disk supplied or a working 
copy). Type se I up. It replies; 
Setup 

Initial comffi-iiirl buffer: 
Ts t$lfS correct (Y/N) . _ 
Answer no. 

Enter new initial com 
roand buffer 

Answer star * * aM The aM 



means Return, bul lo get it into 
the buffer you have to enter it 
this way because ihe Return key 
13 used io terminate your entry 
(see page 5.24 in the 664 
manual)- Setup asks lots more 
questions, to which the answers 
are all yes unless you want to 
Change the sign-on message. 
"Star **' Is just an example, of 
course. 
A Greenwood 
St Helens 



Another good idea is to blank off the blurred columns at 
each aide alternately - the right-hand one at line 100 and the 
Left-hand one at line 120. if you set these to the same colour as 
the border you cut the apparent screen width down a tittle, but 
the loss of that unsightly * edge-flicker' more than makes up lor 
this, 

If you can make a decent scrolling game out o£ any of this, 
why not send it in to Type-Ins? Make sure you keep it short - 
under 3K if possible and give it plenty of grab-factor. 
Otherwise it's up to you: knock our socks off and we'll print 
your program! 

BUT BEAR IN MIND ... 

There are problems with litis kind of technique. For one thing, 
OUTs like the ones in lines 100-120 bypass Arnold's firmware, 
tti this case they work on all the machines I can find to try them 
on, but you can't run crying to Alan Sugar if you get compati- 
bility problems - Artisoft advises software houses not to use 
them. 

More seriously, it looks luce Airtstrad's modulators can't 
produce a colour TV signal out of this kind of monitor input. 
One (non-Elite) programmer 1 met at the PCW show put it down 
to the poor quality of the Amsfrad units. If this is true it's not 
exactly surprising: after all. Amstrad keeps costs down by 
cutting specifications fine. The modulator works okay for 
normal purposes, and Amstrad can hardly be blamed il it can't 
cope with Gh&stz and Goblins. 

That's certainly not to say that Elite is to blame: indeed I d 
say the company has been been unlucky- 1 don't think anyone in 
the industry expected This kind of problem, and other houses 
are just grateful it didn't happen to them. 

Moral; Those who live on the cutting edge of technology 
will be sacrificed upon it as Adam Osborne said, Or they get a 
bit of bad publicity, at any rate, 



AMSTRAD ACTION NOVEMBER 1986 29 




THE GAME f 



HAT ROCKED AMEWCA 




-Whot a pwject Infil^ m£Jfkct zzAP64 
ne w gomes concept ton 

J M /9?JSSETTE £14 0«K 

Commodore^ 




SPECIAL 



Arnold sends the kids to school 

AA last looked at educational software for the Arnold back in April. We'll start at the bottom this month, 
checking out a few packages for pre-school tots, and next month see what's an the syllabus for older learners. 



Trio 

Piranha, f 9 Sh tass. f 14,95 disk 



Been fishing without luck Tor Amsirad 
programs to educate your oifspnng? Re* 
action has had a good number of loiters 
from parents ad nft m this swat. 

Piranha to the rescue! "There's a hole 
in the market." observed someone At this 
'small but lethal* software branch of the 
august Macmillan publishing house. Pir- 
anha is sinking its teeth into the games 
market and also taking a first educational 
venture with Trio, a suite of thxae learning 
games by Raid fiaird aimed at younger 
children. 

In Sau] Gaps Shopping the child has to 
go to the correct on-screen shop and the 
cor reel department within it to find a cer- 
tain item a laandbrush or a singing bud or 
a plump haggis or a clockwork train 

The task is more than child's pJay: the 
instant the instruction screen cleared and 1 
found myself wandering in a streetful of 
shops. J forgot what I was supposed to be 
shopping for! 

Only the cursor keys or joystick are 



needed to play the game, other than the 
spacebar to clear the title page, Instructions 
appear on screen to remind you of this if 
you don't do anything after a time. 

Children from about age three up will 
iju .-:f>;&- xo piay. fttftOti thrty are not askod lq 
type letters or words, but they wilJ need 
someone to read the item required mid the 
shop s signboards - though after a while 
the graphics will be enough to identify the 
butcher from the baker, The youngest chil- 
dren wiH learn which shops are likely to 
sell the item they want. 

The pictures of some items within the 
shops are rather crude. I thought ] was 
buying a 'juicy apple' according to my 
shopping List. 'Bad luck.' said the screen,, 
'you have just bought a red capsicum 1 . 
(How many adults, let aJone children, 
would call a red pepper that? There are a 
few other obscure items, such as a Batten- 
burg cake.) 

Guide Sam to the right item and the 
screen says, *Woll done, all correctl p Then 
comes a bigger challenge: a shopping list 
with two items. They must be bought ui the 
order given. I could never remember the 
rest of the list after finding my way to the 
first typical P says my wife. I never made it 
lo level 3. 




Computer Snap was my favourite on 
the Trio package. The colourful graphics - 
Humpty Dumpty, witch on a broom, lightn- 
ing flashing - were charming. 

There is no reading or writing invol- 
ved in the game, and only one key to press 



when pictures match, as in the popular card 
game, So even two- year-olds Can play, 
without needing even the dexterity to 
manipulate cards. 

One player can compete against the 
computer or against a second player. 
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Tables T&&t the second program 
oziTrio, is self-explanatory reinforcement 
stuff that a youngster could carry on using 
occasionally up to age 10 or 12, 

The child selects the 9 * table, for 
example, using the cursor keys and then 
chooses speed: snail, hare F car; airplane or 
lightning (I liked the pictures). An insistent 
alarm-clock jumps up and down if the time 
runs out. 

Type the correct answer (on numeric 
keypad or main keyboard) and a happy 
disco-kid presents an apple; otherwise it 1 ! 
a skull from a scary goblin. 

One criticism is that correct answeri 
are not given if a wrong answer is typed 

All three programs axe written largely 
in Base, which has both advantages and 
drawbacks. It should be possible to alter 
data lists to suit your household name for 
red peppers; on the other hand a child 
could press Escape and crash the program. 

All three have music throughout, like a 
miniature fairground organ, with various 
other electronic sound-effects, 
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First Steps with the 
Mr Men 

MtifnrsoU. [8.95 cass. CPC4G4 



Hichard Boutton's charming story booklet 
sets tip Four games with the Mr Men. Even a 
very young child can play ( since no read- 
ing or writing is involved. It's good pract- 
ice with the ideas ol left and light, which 
even many adulta find troublesome, 

in the first, Mr Greedy has to be direc- 
ted lo a luscious ice-cream hiding ill a 
comer of the room. Only the cursor keys 
are needed, and colour-coded sticker? of 
Mi Clever pomNng various ways are pro- 
vided (though L don't know how long I hey 
would last - presumably you'd be taking 
them off lo use the computer for other j obs} . 
Mr Clever colours, match the colours of 
the walls on screen [not much help on a 
monochrome monitor, but not essential.) 




Mr Greedy does not stop with one ice- 
cream, but they become harder to get: 
more and more wails appear in the room 
and he has to be navigated round I hem 

The booklet doe an I tell you to reset 
the computer (Con? rol-5h if t-Escape all tog- 
ether) before you can Load the following 
program without a memory lull" unci, 



Mr Silly is being sensible in the second 
program and has gone Shopping for a hat. 
He says (piclonally) the style and colour he 
wants to fry on. Cursor keys move a mar- 
ker along the shelves and the Copy key - 
with a Mr Clever a ticker soled s. What 
slUy thing does he do when he tries on the 
next hat? 



V 



The third program was my favourite - 1 
especially identified with Mr Forgetful who 
tidies things up into good places and then 
can't remember where. 

Mr F has installed a dozen wardrobes 
in hia room: six along one wall, six facing. 
He puts a left shoe in a left-hand wardrobe 
and the right shoe in a wardrobe on the 
other aide. How organised! He does the 
same with socks, boots, mittens, skates and 
slippers. But oh. no. what is where? 

He m-_ust go back and forth across the 
room (by means of the cursor key*), loo- 
king inside wardrobes. The trouble is that 
they stay open only if he finds two things to 
match. He somehow has to remember 
where he saw the first sock when he finds a 
second. 

Everything has muddled itself into new 
wardrobes ii you pJay the game again, 

A variation on the game puts alphabet 
letters instead of clothing in the wardrobes. 
An adult can specify a subset of letters and 
make it fun tor a child to learn a few at a 
dine, 



In all these Mr Men games, various 
keya allow restarting the game, turning 
sound on and off (the tunes are hardly 
symphonic) or changing the background 
colour. 

A nuisance in the packaging is that the 
booklet does not fit inside with the cassette 
It has to be removed from the outer plastic 
sleeve - rather awkward, Loading and 
playing instructions seem, to be mi wing 
until you think of removing (he outer jacket 
snd reading the back of it. 

The cassette is labelled CPC464 1 
although the outer package says 'For use 
on Amstrad' without specifying. It would 
not load it on our 6 128; we did not have a 
13 p c do eked 664 to try i l on . 




Here Sc There with the 
Mr Men 

Mirrcrsott, C795 cass, CPC464, joy slick ci (coys 



This time Mr Tickle and Mr Grumpy pract- 
ice Left and right - thinking ahead for 
simple route planning ia the theme . 

The object of the tint game, Mr 
Tiskie's Jigsaw Pitsste. is to line up door* 



wayi and mow pfeeea to build up a com- 
plete picture of Mr Tickle, 

Jr. the second gama, Mr Ticfcl* me* to 
cheer up Mr Grumpy, who de-teen t want to 
be cheered up. Mr fi arm cut stretch 
longer and longer to reach through door 
ways to where Mr G la hiding. Sometimes 
he trie* to blodt the doorways with 
chain, Mr Tickle's arm can be made to 
bounce off w*ll# r chairs, Mr G or even 
itself. 



Instructions can be given a step a* a 
time, using the cursor and Return keys, ot 
planned out a whole list al a lime. 

Mr Lftjfcy. in the third game, » tnootmg 
under an apple tree. He tries to instruct a 
friendly worm to crawl along the correct 
branches and drop a juicy apple for him to 
eat. 

A gang ol four Mr Men in the l**i game 
tries to stop Mr Tickle from moving in a 
checker board- like game. ■ 




i 
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BREAKPOINT 



All CPCk, cas& only 
Melbourne Houec £14,95 



This latest Melbourne House utility is a real oddity, and no two 
ways about it. it's a monitor - a fool for debugging machine 
code programs - and there's nothing unusual about that. The 
point iSj however* that it's just a monitor: nothing more. 

If you want to program in machine code, you really need an 
assembler. Thia pnablcs you to -^Tite your program in easy-to- 
learn assembly language rather than the completely unmemor- 
abl« he ia decimal numbers that make up machine code itself. 
There are many assemblers available for the Arnold, and 
they're mostly around the £15 mark in their cassette versions. 

Once you've got the hang Of programming in assembly 
language and started writing lengthy, complex programs, 
you'll Mart to find some unpleasant bugs cropping up. Unlike 
Basic, you'll have no error messages to help you and the escape 
key is unlikely to stop your program. Worse still, bug- ridden 
machine code programs tend to go beserk, often destroying all 
evidence of what the problem actually was in the first place. 

It's this kind of problem that monitors are intended to help 
you solve. They're so called because ihey let you 'monitoT 1 the 
running of your program and (hopefully) stop it just as things 
start to go wrong. That way you can see what you've done 
wrong i kick yourself for your own stupidity and then put your 
program right. Sounds useful, does it? Sounds like every 
Arnold-owning machine code programmer is going to rush out 
and buy Breakpoint? Well actually p they aren't. 

U you've got an assembler you're not going to bother 
buying a monitor, for the simple reason that youVe already got 
one. As a general rule, assemblers and monitors are sold 
together as an 'assembly language programming system* or 
similar, 111 stick my neck out here and say that I can't think of 
one assembler commercially available for the Arnold thai 
doesn't come with some sort of monitor* 

A monitor is considerably less useful than an assembler, 
and of very little use on its own. Clearly Bm&kpvmt would need 
to be quite remarkable to sell under these circumstances, 
Equally clearly. I'm afraid, it isn't. 

In use it** a fairly ordinary single-step/breakpoint monitor. 
You can run your program one instruction at a time, you can run 
it slowly while keeping an eye on it. or you can set it off at full 
speed with a breakpoint to stop it at some crucial moment, 
Breakpoint can also show you areas of memory and allow you to 
make small modifications to it. You can search memory for 
particular numbers, you can save chunks of code to tape or 
disk. All functions arc? controlled by two-letter commands, 
entered at the command line, 

All very well, and what it does it does proficently H but that is 
what you would expect from any such package, and with moat 
you would get an assembler as well. Considering that Laser 
Genius, reviewed in our July issue, offers a better monitor and 
an assembler for the same price! Breakpoint cannot be said to 
offer value for money. The sample reviewed was pre- 
production though the manual was very reasonable, but unless 
Melbourne House add an assembler on production versions we 
cannot recommend it ■ 



GOOD NEWS 


BAD NEWS 


* It works r ami it both competent 


Buy Lffser Genius and you get a 


and ihonaugh. 


better monitor and an assembler 


thrown in for the same price. 




► Not relocatable in memory 



If you ever use an BQQO-geries Amstrad - or know 
anyone who does-SOOO PLUS is the magazine to 
remember. 

Issue 1 had a rapturous reception. 

Issue 2 Is out Thursday, October 18th. It's even better. 
As well as an avalanche of exclusive tips lor PCW 
owners, there's the most detailed review yet of the 
new Amstrad PC 1512 

^akesure^ 
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WORTH FIGHTING FOR.' 



TROOPER 

on HAH 

WAR MACHINE 

You are Rogue Trooper - t 2090 AD's one-man 
war machine - the last Genetic Infantryman on 
Nu Earth, All around you an eternal and bloody 
war is raging! Step into Rogue's boots and track 
down the traitor who destroyed your comrades 
and rescue them from their electronic graves. 

Spectrum ■ Commodore * Amstrad * £9.9S 



f 




5trike Force 
Cobra 

Lead the toughest commando squad of all 
time in a desperate battle to save the World. 
Fight your way through the Enemy's 
labrynthine fortress, rescue the hostages 
and destroy the vital computer complex 
on which the Enemy's power depends. 
Time is running out. The countdown to 
destruction has begun. 

Spectrum Commodore Amstrad - £9.95 



Available from your local stockist or, in case of difficulty, 

from Richard Bason, Piranha, 4 Little Essex Street, London WC2R 3LF 

Tel: 01-836 6633 
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THE OCP ART STUDIO 

Rainbird (01-240 CPC 612S disk only, 119.95 



K you want to buy an art package for your Arnold, you'll 
find you're spoilt for choice. Under the circumstances any 
new system needs to be something really special if it's 
going to survive. Rainbird has just released Art Studio 
for the SI 28 and special is certainly the word for it 

Two things struck me immediately about the package: first 
that it works only in Arnold's two- or four-colour modes (modes 
1 arid 2) rather than the more normal multi-colour mode 0 K and 
second thai it is strongly inspired by (lie Apple Macintosh and 
similar WIMP (Window. Icon, Mouse. Pull-down mono) systems. 

How you feel about the first of these is very much a matter 
oi taste - I can L say [ mm mode 0 mysfclf. but it docs scorn an 
odd omission. As for Art Studio beir.g W IMP- inspired , that's 
preity common these days. The difference here is that where 
most packages aim to look like ihe Macintosh, Art Studio sets 
out to p trior nr. like it - and to a considerable extent it succeeds. 

PROTECTION 

Tho first thing you'll notice about the system is (he Lenalak 
protection it uses I've had my rant in the past about honest 
uehts being saddled with cumbersome projection systems, and 
l fc d certainly call Lenslok cumbersome but un this case there is 
a reason for it 

Rair_bird doesn't try to stop you from making copies of Art 
Studio; in fac!, the publisher help* you, There's a feature which 
allows you to save a "customised* version of the program to 
d]sk, so normal copy protection is clearly not going to work. 
Given that the program is easily usable without the manual, 
Lens] ok is the on]y a;:ernaisvL- to actually Trusting people. 

SELECTING PULL-DOWNS 

Once you've got pas* the protection system to the program 
itself, you're presented with the usual blank screen. There's a 
series oJ options runs across the top of the screen, and a small 
"arrow 1 pointer. You can move the pointer around using cursor 
keys, joystick, or oven a mouse if you're lucky enough to have 
one. 

To select one of the options just move the pointer io it and 
press select'. (That's the space bar on the keyboard or kite fixe 
button on the joy suck.) Seiccung an opiign produces a pull- 
down menu a list of further options which overlays pail of the 
screen like a roller window blind, Choosing one of the options 
on a pul J -daw n works ihe same way: move ihe pointer to it, 
press 'select' and there you are. 




PAINTING AND SHAPES 

The first options you're likely to be interested in are Fain/ and 
Shapes. Beiweefi them these offer you sill the main features 
you'll need to create your pictures. 

The Pom! puU-down provides the three mailt tools - pen, 
brush and spray can - in a variety of different shapes and sizes. 
On selecting pen, for example, youll get another pull-down 
panel demonstrating the sixteen different shapes of pen avail- 
able. Just move ihe pointer to the appropriate shape, press 
"select and you're in pen mode, Move the pointer onto the 
drawing area and it turns from a little arrow to a tittle pencil. 
Hold "select 1 down, move this pencil pointer and you'll draw a 
line. 

The brush and spray can options work in the same way : but 
with brush- and spray can -shaped pointers instead of the little 
pencil shape. These different-shaped pointers are meant to 
remind you Which drawing Or painting mode you're in n and like 
pull downs they make the program very easy to learn without 
the use of the manual. 

Although the available ranges of pen shapes and spiay 
patterns are both fixed, you can alter the selection of brushes to 
suit your needs using she edit brush option on the Pamt pull- 
down. Choosing this option gives you a brush -editing menu 
where you can alter the pattern of dots thai forms each brush. 
This comes in two stages, the del Jit and the mask. Put simply, the 
mask defines how much of the background the brush wipes out 
and the data defines how much new colour the brush applies. 

The* Shapes pull -down allows you to " rubber-band' straight 
lines, triangles and rectangles. You can also draw circles and 
plot individual points, 
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FILL AND UNDO 

Once you've created a drawing with Paint and Shape you can 
flesh it out a bit with the dillerent options from the jFjJI pull- 
down. There are two main types of fill available: wild and over. 
Solid fill works on an area of one colour and stops at the edges 
of that area. With overfill you outline an area with (say) blue and 
any colour insider ts changed eo blue. For moat purposes you'll 
want to use a solid fill. 

As well as filling ws.th fiat coloLLr H you can solid-fill an area 
Wilh one of 32 different textures. The predefined i&srurfls 
Include grids, fine checks and wavy-lines, but if you can't find 
the one you want you can define one of your own using &dit 
texture. 

Over is the riskier proposition, btil either kind of fill can 
'escape' through the tiniest of gaps Fortunately there is a way 



SERIOUS SOFTWARE 



of reversing a Oil or any other kind of drawing operation that 
goes wrong. Of the various options across the top of the screen 
only one works immediately rather than offering you a pull- 
down of further choices. That option is Undo, 

The extra memory on the 6128 allows for certain luxuries, 
and Undo is one of them. Instead of keeping just one copy of 
your picture in memory the way moal art programs do The 
copy you re working on. that ij§ - Art Studio keeps a spare one 
as well. Every rime you switch drawing mode or perform some 
similar operation. Art Stadia brings the Spare copy up to date. 

This means that when you're halfway through performing a 
scries ol fills or whatever. Art Studio still knows what your 
picture looked like beloie yos aiarted filling. When you select 
Undo, the program restores your working copy to the same 
state as the spare. 

This spare copy of your picture isn 1 l used just for Undo, h 
also makes possible the wash texture option on the Fill pull* 
dowm. This remarkable feature takes all the changes you've just 
made to the picture - all the things that Undo would undo - and 
fills them with texture. This off ectively allows you to paint, spray 
and draw with textures rather than solid colours. While yoy 
can 1 ! actually see the effect until you've selected wash texture. U 
remains a very powerful technique:. 
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That fuU'SUCCfi.indgr..'iicatidn window somes in very handy 
MAGNIFY 

Another benefit of the 6126s extra memory is the Magnify 
option, Racier than the small magnification window offered by 
most packages. Art Studio gives you a full-screen image. You 
can enlarge a given area of the screen by 2, 4 or S times. 

Simply select the appropriate enlargement factor from the 
Magnify pull-down, move the cursor (now shaped like a 
magnifying glass) to the area ol your drawing which you want 
enlarged and press select 1 . The screen now fills with an 
enormous blown -up section oE your pictuife- 

Though there's no normai-size image of the magnified area 
you're working o?t. you're unlikely to Had this a problem . The 
large window means that on >■ 2 magnification you can see 
almost a full quarter of your picture - easily enough to see what 
you're doing to the pictures as a whole. You can switch between 
the different enlargement? without returning to the main menu. 
On - 3 there's an optional grid to make it clearer where one 
pixel - one individual dot of colour ends and the next one 
begins. 

You're free to pan the Magnify window across tbfi picture 
by pointing at and selecting the Macintosh-style Scroll-bars 1 
along the top and left edges of the window itself. You cart make 
fine adjustments to the picture using any of the available 
colours, and undo them again if they don't look right. Every 
possible consideration is given to the keyboard-only user, with 
sensibly chosen keys to Switch colours and pan the window. 

TEXT 

If there's a central theme to Art Studio it s thoroughness. Text 
entry, an afterthought in most packages. i& given the fullest 
treatment you could ask for. You can use text in any of throe 
widths and heights, combining them frnoly ic gei a wide range 



'Script -is- just one of ino fonts supplied vwilhlhe packag* 

of shapes. 

Your test east run left to right or top to bottom, and the 
letters cm be upright or sideways There are also bold and 
italic options which can produce very useful if rather crude 
results- If you want to do anything mors complex with text the 
font editor option takes you into a whole new league, 

When you select font editor you're presented with a whole 
fresh screen dedicated to lettering styles. The full character set 
of the cur rem font is displayed on the bottom half of the screen, 
while a: the top there's a detailed view ol the character 
currently being edited. Yen can scan through the character set, 
scroll an individual character or the whole font in any direction, 
make minute 4 jet aliens to the current character or clear it and 
start from scratch, 

Several fonts are supplied on the Art Studio disk, and you 
can save modified versions of these or your own original fonts 
for later use. If you wanted to create foreign alphabets or 
scientific symbols for diagrams, yOu should find this very 
simple. Ot course most people aren't going to bother with all 
this, but most packages wouldn't give you the option m the first 
place. 

WINDOWS 

Once; you've created youi picture you might well want to make 
large-scale alterations to it. The Windows pull-down offers a 
strong set of special effects based on the idea of a 'window 1 - a 
rectangular area of the screen defined by stretching a rubber 
box 1 round it- 
Windows can be copied, moved or cleared. They can b« 
rotated through 90, 130 ot 270 degrees, mirrored horizontally 
or vertically, and stretched or squashed m either direction You 
can use a window like a paint-brush with the s smear s Option, or 
merge it with the previous contents of the area you "re copying it 
to. There's also an opr. on to 'exclude' one colour, typically the 




iwirvj allows you iu cop/.resn&pe ar.o rossie ci 
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A COLOUR TV FOR £78 ! 

FACT NOT FICTION. THANKS TO SCREENS ENGINEERS 
AMSTRAD COLOUR MONITOR OWNERS CAN HAVE A TOP 
QUALITY COLOUR TV FACILITY THROUGH THE 
SCREEN VISION TV AMD VIDEO TUNER ! 



SIMPLY PLUG IN YOUR MONITOR NO MODIFICATIONS ALTERATIONS OR SPECIAL CABLES NEEDrO AND YOUR MONITOR 
HAS DUAL PURPOSE AS A DEDICATED COMPUTER MONITOR AND FULL COLOUR TELEVISION !! 

* SUPER SLIM MODIFIED TV-VIDEO TUNER OF MOST MODERN DESIGN & SPECIFICATIONS 

* BUILT IN AUDIO AND COMPOSITE VIDEO OUTPUT 

* PUSH BUTTON CH ANNEL SELECTION * CRISP CLEAR PICTURES ON ALL CHANNELS suajtciiMcu-nftum 

* LED STATUS INDICATOR * ISOLATED 240V AC PO* EH FOR COMPLETE SAFETY 

* SEPARATE CONTROLS FOR BRIGHTNESS. COLOUR & VOLUME * ON* OFF SWITCH 

SEE THE AMAZING SCREENVISION AT SCREENS TODAY 



HOW TO ORDER 

EA*LT :L0«iiftmlS9Arfi IBOH 
IMH*C-ftft v irc V^TXH IDFFLE ALTffcrS H0I 
T MBfQtjg *J0* Wt Z m WT CUm WWf-H K» FAS* 0*4l5 
WTTf* DiDt RS H!P Fi l«f MT«i£A« H fi*HBttfttf 

«.?^Ht MOT tVHiCM 0« UttffifKGH MOW 

P1£ASE ADO tS% VALUC *DOED r« TQyiOTfcO WES 
ILL OFFERS SUBJECT TO AVAL AmiTY 

^^^^^^^^ 
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SCREENS MICROCOMPUTERS & ELECTRONICS 

MAIN AVENUE. MOOR PARK, NORTKW00D. MIDDLESEX. ENGLAND 
TELEPHONE: M274 20527 TELEX: 923574 ALACOL G 

FACSIMILE: 0923 40402 PRESTEL: 927420664 



SCREENS -SCREENS 



SCREENS 



Ahoy there you scurvy eyed 
scrawny sons of sea dogs*, 
you'll soon get a chance to 
hoist that spinnaker and 

challenge those lager 
swilling Aussie dingos for 
the greatest sailing 
trophy ofalL. 

THE AMERICA'S CUP 




Shekhana Computer Services 
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Dp DISK VPJftilON AVAILABLE QI-ATdlJ^ &^tATtl2B5, Oh ATtHJiLti^fTiT.sa 
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UNIT 14, WHITE HILL HOUSE, 6 UNION STREET, LUTON, BEOS LU1 3AN 
THE UTILITY PEOPLE TEL(0S82)41168B 



FOR YOUR AMSTRAD 464/&64/612fi 



CASS 



£lF.ftS 



TfiANSMAT 

TwiMifi- rrrnnr-p k aftuES.Trcr.kii? + F-Wy Sfc*^ in ■ Au&u' 

- ftM - C aliilsc th j - Pjl ■ijiw 1 - Disc huudV r**j*i- »S*>a4 MBfr 
Attd -A Of 6 (lr.-fl rtfl+inu * T'rnmrnah HhjII 



NOW ON M> w ODDJOB 

S*IU. Tr* KStCwttSulrfl Ft KAChAGC 



8 BIT PRINTER PORT 

A i llll * I Hi" I liiHLE l| i i iiXMi1>aWpi 





FIDO 







jy u " • ■ '|hi ^IDO'h^JLr inh*or Hi "nary^c-ilLi s-wii mjli^w |MJy!fl 
.>j r f\jTK' r ■■' j^'-v^U '1i<-<-r.a^::ra-iip%. iftp'hu-i jinpp 

liu-jhcr/ ^c«i>3iff* *g&4iM >i!i-:v«:.-on-Mc. i r W wit»fM^l^1il»T 
rtv'OTa/^rf tf^tt** *$*4H W^^flW^fVinTf ^/r* *Mfr*4+*H d 'W 



off 1 
■wow 



■*jf i^til^Km#f j*d*i# Aljrjltf jlfctfdHc 

iP*4tW*dL 

j^ar.ta* « * vr* ef m# aw^ml 

f A wnfcNk *in«t win afitn: ycuan f?jmna I'm dlu; 
iniwj-vv And nasi r slur Iht Domurna 
- 1 W.fvvt fl^Wirt plaint. 

■ I -lid? piQgifTit li gftMhc rarcd-ay 

■ A. wmpWTi iwtS T *«lBf 1D HTsm-rw pJl^r II ia gyp Will* 

■ Mcp ^ j. ytvr 3 it anc v>»t* Pfici ate p ft 

Mi/j^wm ma *ng*or4»*Mj ik utftan 

■ FBtflUJfrh4iLr+l^cnfi#vd*tv. iM^^RftTltl^ 
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- lrai*| H f ,tu> i:-h, g>T J|jii:y.*^^"Pi*SiQrnajcpnciMMl* 
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< biDrrdw iv >*iir, d'sfi Ltmr ry -41 » 20% 

* I Liad iid «i* p'Clf^Pd -lAKilt; pfifli-iima 

♦ Al *rn.^wr¥- Ri* 4UPD-4d t/T\ dbC 4H B HOiiralq talj; nmiij 
■■ Simple iDUhBihVh *rQfl my mnrAtan 

■ MAit^b Ljl ut* fX Iht AK ffW* An A, AID B. Biff 5<t 

► CDfTMit^^rfiii A^H?h^nt;PC oonpjpit 

Afl ! h i^of thp inc nH prJ M iH LI IJ* on c k a-ily 

qdotw nj irnJmti injlrtrtf --(Art'i^tfi^ eyiw^r 

mz*r f>f tttoto'Ae 3hc*',*»1 

IBUW A *t AfrWODOOe AVAIL ASL t - tlt« 



ORDER FORM 

J ftpmitmAi&^TatrifWP Efafflyp* JdUf^rWDLv , i_ lt 

J ft AMI 

I 

I— T. 



•rlAMfiUAT 

evs x 

PPIDEPrWT^R PORT 

•::p -:ir 

FlCO 

f^lNIFFPACII^ 

syr^EP sprur 
- r 1 . - ■ .■ 



r 1 9; 



ADDLABS 

1 1 I 

SPIRIT I 

Trw p**fW H5"^a^J a cj-iTT^rrwHi ta TrafHT*t let t>j» 
l«HJwtiidy*^t*4 H ^-trcui u o-:i:i . r ijvrt .i1 inn i^n yrtj perd ir. 

icdi palm , \.-f ^ ."^ ■■ 1 Irir^lnr irnM 9ri<i>i*4- rt#j|AH| 
pii^|firrion*ffdh4. 

1 01,** H(Htfl jllJ H4d & nIeiSBSSBmtW* A^E WfFH 
krwlo^pq pi -nucNrw poff? 



PRINTER PAC II 



- f/.M *1I-Vi 



iir;J«:-jn(i ! *flnor 



_;C7,9J CM.lJ* 
CASS MSG 



SUPER SPRfTE <E5& 

C it ale Id mftvirig flPi mj'.cd qj-rt* aab>ly 

cxlric tiHv pi3Mi^^l «trf feVrbalhs- pece cl son**'* prf ■ iMM^Ifi 
p-i:* S JPfc l : , SP^lT E 4*1 ^mj ^ h ^rrty pv.->4m ww* * II 
cf rf v-*- HDU'h^«'ipit)4i^'^l ■3s-b*a-i|T-a yc-ji ^-n p^ti dldibl 



SCRIPTOR 

Ai^ NiwSHiil it-|ir*r*t ulii'^y ^ ii^h f:Mf f An-n^«j ori^tw. 
SCPlPf OP ijI'HiA-fi i>aln'iat># rr4r*etfr Fgr.H-iQWf' -CBtt 
d^auMi-dvl j rul urlilic ■ i-1bI"ct 'icinefl *-i*«i*9"&anf orti hca^y ■ 
; u-Pii*iri| DESCRl RF * ■■ *«r □ >-au »p ffilmff i«yr #«a cnirflC!*^ S 



SYS X 



CAS5 



j 



WHY WAIT AGES FOR PROGRAMS TO LOAD 

GET YOUR TAPE SOFTWARE ONTO DISC 



GOLDMARK SYSTEMS 

51 CQMgraOAD, HATFIELD, HERTFORDSHIRE ALTD05T 
Tfllop Norm; rN^SjI ? ! ^* 

Our aiif!, I^ere «nrt GCt&MAfcK , k ^ jwoyjde ttif -eoiufotffl* foftd d Iwifl lift^l Itt TWwnf«^ y&ut 1«p«-b«rd wlfwcTff V i^jlc. IA«fr ^ *ewHi«t '^^4 tA* e t TtAH jJAA T, w Tg^^ 1 P |Mr C^**"iiE* &« en/ im by ^ 
UMrN». lfort* «M^*niMi IMlifliH die ™«cd - ^ftAONSAMT lt*O^MAlBfif EKOfAHCf Shwt" fwth r^+v+^f 1H ivttHl bi**« 9 bmF 13 ifiKAani. UFa ^I^Ny CwW*l*»d ^Prirfo el iKo- l^fM^gl i*^. 
OO" K 0AM H"JC i^lt frv£i Iwi Afadr "i AchjJ tp4<4V4f ffiff n*drf t Ai*iVf«d flwiw w-b^ buying- lh#if friF d%c or or upywd «fl Vdol 21 owla>g H anepAi nWh^ i^pif sji^c Ifrcrl Irvey VHHjSd '«u^i i| # -halp 
r«i k .i«« to rramfar ificr wttwfl^ k cm NC^f -F O'J* PtOOlKrS SJKXHJlft BE US£p 10 l^Br«J€ CGPTHjG«t LAWS 

Kff^« ffradgead 9 la^t ^pv^lnikwmf Tap* to Due SaMSc ;FHE GOL3ftUrT< BQOft r , mckidn w **4tOfiWrt Ap« lO^Hifbfv^ ii^«vp«*Uig tTl r i 1 fh««vqN4te6. pNm-eIMi^^} tMf SOLOMAit 

BCO< tfriill« you -o ji* rh« MElP UHL. Wt are a- so p roH^r.ng Fl sr-i-H^s evwy mofwt*i fnm^twf 4 -*i pTNufci*-^ * W GOtQALAtt SOC^ ffnd ph»Tlf |h»f4|«/t Mpl ilaoled p>hrt^rt|^*i hu.f ^4 0*a-ftiaiof-aft| 

P Fod-jc«J. Biolri f H£ GOlDWAfttf BOOt and HE s^vMi. b* purthaiadl iftdl-ndwatv, fr** ffl Rw Fnciitwi -* *M»# h n-mbflnhkD ik* GGlDAiAJlIC CtlPff. 

B>- joinir-q 'HE <50LDMAfiM yfiu will r«eeiv6 THE GOLDMARK ftCX?* logrtth*/ wilh c**r IHi ^Sif "H buok um ri iKhIi 4«nd r*a^kl#rr«rs ess rhey dm bllOifld Mafh .nanrh tip to and inc- jtfincjM^h t?S7, V91. 

w 1 iIlO ^ f:ivr FOUR t'fffl uMlliloi during J/gyr m? nbflr: hi c, lar^v rp Judions on our rongj^ r^' riAw4ft/fwd«OTi ofid vF <MU irtt Ql fh* H£|P UNE Our rtmrnb Ar^h^p /nr b f rem 01 /W/Sfi lo 3 ^ ,.'03/6?. FEtgnrdlrss d+ 
* h*n jfou join yDu will rfcwtvA all ihn» h» be-en -ssucid li 1ci Aprfl ' >'wr n 0 rr>t wiU ft** b* *d*tdi *ff Tb# GfltdkPOf^ Oui Jn*illnQ It*! v«lll W*f^fi l*( 7. f PM-r^h^if n TFf I h» A, TmF *fllOf tQGK. Or THE GGIDaAARR 
IQDK «BM H-kim 0 £2.00 d&HUflf - $lk k - 

GDldmark at* -oMtrt 6 T#P4>TO-DliC ISAKW* S-EtVICf "h0' -ha prutnu^ wm, *«A wKkl- otr conp«Pih>n ari> iHH fryirtaj !□ copy. M wa tonfHH f*iini J «r H • d« rite tw W# W olf*f STAft 

WA " I! HFP|SOf T t"1 S>. £ NTS6 PR L^EU ft iCRO OF IrlE HOME HUDGE'T SOFT 1 ^ a^d w^j r. many me 01 pa-^ vl ihii StwJ wiywr ofiJiAfljl 4^ifAfi* «aq ^3.Trvctimv&. *e *AI r*<w n <h> iniN Ldhoni b j1 

4^rt^**t*i are F rtui B »B j bf VI +0°i I s-gal ■'msotil 

5 Mffr-TPLAN S si a ^H.+t tpf y d«igp«dj fa Irom'-fl'- Pi«t praflra^ii pr«i«ctKd SP£I 04 OC* Am**!^ ifupw? wJI 11 Afifl^r 4^0 J*- S*i W fta mbc. Srira^bi*. HIot(, W«ii r «s Httfirtd. Ar* Kung 

Fu mtc. Hh utaWjr » fftA NftMA fT AiLE 1a- d7tc_ 

VIEW l"EKt. Tbii u* l^ j*Fi*i,ri fc^ Pm^e a vi arJj 3*a.la bJ* Frt** u*3 fril a**» »0 1*4 SA# iaal <o^f ffift*d ii i^isry tiEpi. h n port-^yUtrh/ irt*'u i F^' p^j rjimt rhot j j + pfHS^g^ #t. stiff, h* pcq? aarfwffcg. HWtar ond 
o1h*r adwfnhjrsi. 0 am*^ ih -I hrf^fr " TEAHS*Wt ^A*it '0 0>tc and 1 w »f FBf t y*ilr*[#r ^ I? OtMDMAvRSC CLUB ^M«RS. 

f If ANSI T , Th m, 1 Iny ;4Qo ■> ffy Prrav -and onhr vadabid Ffwn wi; wl tt*r md - -d^a ril-±', srem. dnv t A- A, A-e. Q.B and *-*_ tT DC4S NOT P.FOUVRE THE USE OF CPw , Hi u i^«u:ty Fay hbac* W) -K 4 A ^ *«o*d lMw#, li n 
rfitHti-drAi'tn ard. as wi»h ull ^yr piL-JuUb. il 4Arr«mc4r ^d-ty irk*, it el a'to anarKar GCMDMAftK CIUB FREE i-Mliry. 

LOAD OF THE RING'S ^an^^ri.an cap^prtt* S'nia I aH fni M 1i^ wJf AUTOMATICALLY hon if ar 1h# rhr Pfl gnrno parfct-C- dl« llr^LlJIffd. lr>#t^mn;i. Iftte 2 1$ *vt MON &lSC fiwnwi and wilt radirf* lb* ^Igbitri Ibadma; 'ram 
araynd 14 minuF** Fa anly -3 m f^u'As. This jFili-y xwlljf ldvii I pi whan ywu koep (p***iffg ai||*d! 
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ORDER FORM rtWn Nd opp^p^ oie 



I Pl*ava s*rd m- I fTfl-rin^q«x 8dfflt qdnrqi-ning TIE's I C- Ai q 
r>Wl"Fl*n , b*r I jndantarhd rhql I wil h# > Fmr-jc J |#f iuQivquvr'1 
I IE iIi b^Ia i-l 1 require lha>m ■> rj TIE 7 fl*iward^; 

3. PlAQw und me HE tlwP Ikhil* numbair) |TIE numtw S 
tr-we:;it D-Ln-ubl* .ep>ora1<:ivi 

3 PJwl* tn-iol ma in HE &QLC ,F rt*fri < lUlt if y u -.a^r zlreoci 
^vCthlHAd Ihr G&Fa^orV &U*A W hygtd P4Ttb4Kd T|£\ |-| r 4V ri 
Pi!4> UH<l>n r«v *M*lr <*ffS" 4 el C7 0« H«wfl-#iir | e-j 

lM if Paj lK* h*o* at Ti|"l ha M at p'aci". 

A. Slc4a* f^unsSr iMf MtltWid OPKHNAi h»pa| v P* D.if 

i. Plffdli ll'fl-ntFtr rha anclased OfilUlvAl icipa-/cfiic Id EPPOa^ 




■II I I F I L ' 



T*UphnFH«- 

PI* 5Sf gi>fl r->acF- ir c ryp*; 1; 

I e-ntiaiflft 1 * 1 1 i i > 1 1 1 



I All prices ird jut | 



FOR FUETHEF? INFORMATION pleat« IfrkpKonc the abdva number be1w#*n OTOO-1000 or ,800-2100 or loud a lor@» SAE 
Peai? »nd yoyr cheque f&lerUng pl*aa>#} Or UK pfi^tal ordar to Ihe adrir^is abuV* - wo accept EUROCHEQUES 
Our Al/flfolgiia ogenli ar« TECH-SDFT Computer wy«ale f 324 Stirling Highway, Cla remqnr, W.A. 6010. Tel: 3&S 1S0S 
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A day in 

the life: 

How 
Arnolds 
do A A 

You might think the Ancient Capital of 
Wessex an odd place to produce and publ- 
ish one of Earth's leading Amstrad hi-tech 
magazines (namely the one in your hands). 

Howe vex. we do have electnciry at the 
Old Barn. Arnold is. quite happy wherever 
plugged in - e^n if some members of the 
staff miss the bright lights 

We compose our peerless prose on the 
green screens of three red-hOE CFC key- 
boards - rathe J awjcward since there are 
now four full-time on the Amstrad Action 
editorial team, Bob Wade pecks away on 
his G64 white Andy Wilton starts at Ehe 
screen of his 6128. Jsm Nagel and Matt 
Nicholson (when he's not wearing has PC 
Plus hat) fight over the other 6128, which 
sports a second disk drive and a modem. 
This machine is usually used to sub -edit 
copy written on the othe rs . 

On the next desk sits a permanently 
switched-on 464 with the only colour moni- 
tor in the building. It has both cassette and 
disk, as well as a Maestro stereo attachment 
and one of our special-offer Konbc joysticks 
(advt). Some game oi other is always Tunn- 
ing, whether lor review or recreation. 

AA started Life 14 issues ago with just 
the 464 and the 664. Can you imagine the 



If you are using your CPC to contioi 
your train sc., run your bus mess, play 
in a rock'n'roll band or anything else 
yon might like to tell us about, the 
address is A Bay la the Life, 
Amstrad Acttoiti The Old Barn T 
SAnwftojLf S&ttieaftQV-j. Sodtnerntelj, 
TA11SAS. 

That's ait invitation to you to 
chronicle your experiences with 
Arnold, To start it off, we put our own 
chips on the table this month: Amstrvd 
Action is done about* Spy. far and on 



state of Bob's eyes at deadline, after days 
and mghts of word-processing on the 464' s 
low-resolution colour screen? Matt carv 
he's writing this issue's Line-up on it now, 
having lost to Jim who's scribbling this on 
the newer 6 128. 

Future Publishing bought three of 
these when they first came out in Septem- 
ber 1985, Just after issue l went to press: a 
decent keyboard and disk at a price a 
young company could afford. The third one 
is cornered by Jane Farmer and Di Taver- 
ner for correspondence and invoicing - 
and for subscription files, which now push 
Tasword about to its limits. T7ie subs job 
will likely go to the more-powerful PC 
when we eventually get one. 

Tasword gave way to WordStar as the 
work -horse word-processor in the editorial 




department as soon as it became available 
on 3-ir.ch Amstrad disks. Taswoid caused 
Typesetting nightmares: st insisted on popp- 
ing 'hard' carnage-returns into the text file 
at the end of every line on screen, But lines 
when typeset do not break at the same 
point as on screen; MAW is fatter than "fit 1 . 

We prefer Mewword, but it needs twin 
disks and CP/M Plus (we still have only 
version 2,2 on most of our machines), so 
only this one machine can handle if. It's a 
WordStar wortealifce with the advantage of 
highlighting bold and italic on scroen, Jim. 
growing a beard waiting for cither of them 
to load themselves or load a file or search- 
and replace or reformat paragraphs, is not 
allowed lo yearn yet again for the lightning 
speed of Wordmse PIu& on that Beeb he 
hides at home. 

In all this time we have never managed 
to configure Hie keyboards all the same 
way- Press Shift with ^ on one machine and 
the cursor goes to the bottom line of the 
screen; on somebody else's you land at the 
top. "Some day, when Ym not so busy, I will 
try to find the manual, 1 

Terrific typography 

Somerton may be in the sticks but it does 
help thai we are only six miles from one of 
the most advanced typesetters in the world: 
Wordsmittis:, aJc.a. Anvil Syslems t at Street. 
Somerset, in the shadow of Olaslonbury 
tor. 

This firm specialises: in harrunering text 
filed from just about any micro's word- 
processor into typeset galleys fast. There 
is no day's delay while someone r£-rypcs 
every thing we've already written^ no fur- 
ther day spent on proof reading and correc- 
tions, A ID-minute drive up the B315L our 
riLsfc goes into the Joyce at Wordsnruths. bi!s 
sip across a cable to the Xitan Magic Ma* 
chine, get translated into typesetter lan- 
rjuage> down another cable to the Laser- 
CQmp, bromide paper develops and dries, 
a 10-rtttttute sprint back to the Old Bam- 
within an hour of writing it's ready tor the 
art team upstairs. 

We don't have to type beastly typeset- 
ter code into our copy - the simple instruc- 
tion * F3 at the top ot this article tells the 
aysfrem all it needs to know about font, size, 
linespactng, column width, style for head- 



ings and ao on. We turn on and off 
TSjWhs'iS and 'BMLdlB with the same 
word-proce&sot commands that produce 
these effects on a dot-matrix printer. Com- 
plex effects like our 'good news, bad news 1 
can be called up just by typing 1 = = good 1 , 
Wordsmhtis 1 service is good news. 

Confounded comms 

I mentioned a modem hanging: off the sub- 
editor's 6 12S. 

There was a time, before my time,, 
when AA tried transmitting text to Word- 
smiths down the telephone line. The reason 
was not to save time - they can't very well 
modem the finished bromide back to us, so 
we still have to make a round trip. No> in. 
the pre-Joyce days their machines did not 
fit our disks, so the only link was serial 
ports. 

Pine in theory, bui Amstrad 1 spoil gave 
only 7 bits whereas the 8lh is needed to 
distinguish soft' carriage^retnrns (which 
we don't want typeset) from 'hard' (which 
we do - to end paragraphs). 

We were stuck with a cheap (and non- 
approved) modem offering only 300 baud. 
An article could take 25 minutes to transmit. 

Worse, there was only one telephone 
line r singe the first issues were produced 
from Chris Anderson's house. Thus there 
was no way of verbally confirming that text 
was being received at the other end. Many 
a wasted 25 minutes! 

Nowadays: we have five phone lines 
and a good modem - a Nightingale connec- 
ted via Pace's serial interface. Cotnmstar 
software is instantly available, since, it's on 
ROM. 

Its main use is receiving copy from 
aome of our free-lance writers. It's still a 
frustrating exercise trying to get one micro 
to talk to another. So it seems simpler to 
send iGxt first to a Telecom Gold electronic 
mailbox and then retrieve it. 

Guess what? Gold stuffs it full of hard 
carriage-xeluras. Last week we put 
WordStar to work on a search-and-replate 
and went lo lunch. It was still working an 
hour and a half later. 

The modem business is another case of 
s Ofte day. when [ have time/ soiling out the 
configuration once and for all. It would be 
useful to know an Amstrad technical boffin 
at Micronet headquarters. M 
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BOOKS 



ANATOMY OF THE CPCs 

Flimt Publishing 5244), hardback £14.95, 4G3pp 

Like many of First's books these days, this one hails from 
German computer -bo ok publish^ rs Data Becker. Unfortunately 
it has lost a certain something on the way from D&sseldorf to 
Pangbourne. At one point [or example, it assures us that 'The 
SCREEN PACK is slaved to the TEXT and GRAPHICS PACKS, It 
practically serves as their executive/ Later on in the same 
section it refers to the action of control code 07 as Hinge] 1 
rather than the A BeIT you might have expected. Minor niggles 
perhaps-, b ^t clarity "a important in technical books. There's no 
sense putting extra obstacles in the way of understanding, when 
most authors can create plenty of their own, 

CONTENT 

The book breaks down into three main sections: hardware, 
operating system and Basic. The hardware section is not 
particularly noteworthy, taking for the most part a chip-by-chip 
analysis of the CPCs innards. While this can be quite ir t chest- 
ing, it contains very little that Amstrad's firmware guide doesn't 
handle better. A fair amount of effort is wasted describing 
features that Arnold's design prevents the u&er from getting at; 
Do you really need a book about what Arnold might have been? 

To make things worse, there are quite a few omissions and 
inaccuracies. The authors claim that they could only find 
information on half of the possible RAM configurations on the 
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B12S, even though the miasing configurations are at least 
partially documented and can in any case be worked out with a 
little effort Why they didn't nuike that effort I'm not sure, but 
galling to pay SIS for a book and then hare to work it out 
youmelf. 

They also misunderstand the conditions under which key- 
clashea occur, and state boldly that such dashes haw no 
adverse effect*. In fact key-clashes can cause serious problems 
in games and make twin joysticks atetost useless. It is important 
that programs requiring key combinations are written with this 
in mind + and the key combinations chosen accordingly, 

INTO THE ROMS 

The sections on the operating system and Basic are where the 
book starts to earn its price. These are built round near- 
disassemblies of the lower and upper ROMs respectively, I say 
'near ^disassemblies' because there ajre no details of the actual 
source code itself. Rather there are extensive notes on The 
precise function and structure of ROM routines. 

The idea is that you print out your own disassembly of each 
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ROM, and then use the book as a set of notes explaining each 
section, If you don't have a disassembler, fear not: there 1 * one in 
the appendix for you to type in. If you don't haw a printer, on 
the other hand, you're probably wondering why the book 
doesn't contain a source-code listing as well as the admittedly 
comprehensive notes . 

I'm not entirely convinced that lack of space is the reason: 
most of the time the notes occupy only the left side of each page, 
and frequently the hex or source code would explain itself 
perfectly well anyhow. I don't know whether legal worries 
intervened, but the ROMs are copyright and this may have 
something to do with it. Or maybe Schneider owners all have 
printeis. 

One thing even printer owners should ask themselves 
about Lb the actual usefulness of these listings. For starters, they 
only cover the 61 £8 ROMs. While the authors are at pains lo 
point out the similarities between the different CPCs. this is 



THE 

Anatomy Of TH[ 

CPCs 




bound to cut down the book s appeal to 664 and more 
particularly 464 owners. 

More importantly, mmmaging around in Arnold's ROMs 
has MMe or no practical value. Routines in the lower ROM can 
and should be called via the firmware jumpWock, as the authors 
themselves state at one point. Calling ROM routines directly 
makes for compatibility problems, and prevents interception of 
operating system calls. 

VERDICT 

Don't get me wrong - the Basic ROM in particular La a pretty 
interesting thing to take a wander around, but I don't really 
think the book's curiosity value quite merits the £14.95 asking 
price. You're going to need the Firrrware Guide if you warst to 
use the opeiatirig-system routines, and the extra information in 
this book really isn't worth the money. 



BOOKS 




GOOD NEWS 

fr- Intsre sling material on upper 
and lower ROMs. 





AMSfRAD ADVANCED USERS GUIDE 

by Daniel Martin 

Glentop Publisher* (01-440 4130), paperback £8.50, IftDpp 

Once again we have a tecrmjeal volume which hails from 
abroad - France in this case - but there's a marked difference of 
emphasis on this one. I em't find fault with the translation quality 




here, but then the book is largely a collection of fables and 
diagrams knyway. There's very little straight text to it, and no 
form of coaimentaLry to take you from one piece of data to the 
next. 

The first problem with the book is its scope: it's a jade of all 
trades and master of none. After two pages on the GPC"s 
internal architecture, the author launches into a chapter on 
Basic. If you own a 484 you'll have most of this - a keyword 
summary, character-set breakdown, Ascii table etc - in your 
manual. 

If you're a 66+ or 6128 owner, on Che other hand, you could 
reasonably wonder where FILL, COPTCHRS arid similar Bamc 
1.1 keywords have got to. The chapter and indeed the whole 
book are, it turns out, 464-spedfic with extra €64/6128 inform- 
ation relegated to the appendices. It's a bit of a shame then that 
the author fails to point this out either in the keywords section, 



any other place where the CPCa differ or indeed anywhere at 
all. IV b even more of a shame that Glens op didn't collate the 
book in the obvious way . 

It doesn ! t really matter, because there's no startling new 
keyword information here. Where She CPC manuals are despe- 
rately short on explanations, so is this book. You want to know 
how CALL parameters are pawed to machine-code subrout- 
ines? That's just too bad, because the book doetm'i t till you. 

Moving on to the book's meatier chapters? we get a 
whirlwind tour of Z80 code and (be operating system. The 
section on machine code is a brief set of notes and a whole load 
of tables. The flags table is quite handy and the disassembly 
charts are very well presented, but serious programme rs will 
want timing details and these are sadly missmg. Overall it could 
be handy for reference if you're well up on ZBQ, but it certainly 
won't teach you anything if you aren't 

The operating-system details are probably what Most 
people will buy the book for, and they are detailed enough to 
be usable - but only just. Entry and eiit conditions are given 
along with some indication of each routine's function. This will 
be more than sufficient for TXT OUTPUT, but meet people will 
need a lot more before they can use something Wee EL EN1T 
EVENT. Once again, if you know it already the book could be a 
useful reference work . Otherwise you can forget it. 

The rest of the book is in much the same vein, consisting in 
roughly equal parts of stuff that you already had in your manual 
and stuff that you didn't want to know in the iirat place. If you 
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want all the tabled and charts from your user manual together 
with a handy (but lather lightweight) precis of the Firmware 
Guide then this book could be for you, but don't expect it to 
replace either of them. Personally 1 would only use it for quick 
reference, and it's only just thorough enough for that, 



GOOD NEWS 

^ Cheap sou ice of information on 
the firmware. 

^ Could come in handy as a 
rcf^i niTcc ivork. 
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A Low cost High pert ormance r Top value, Computer- 
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there is 00 otfier professional CAD package any- 
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Featuring the world's greatest game reviews 



MAST ERG A ME 

Revolution (Vortex)., 50 

AA RAVES 

Deactivators (ArSolasoft). .46 

Split Personalities (Domark). 48 

Tempest (Electric Dreams) .48 

OTHER GAMES TESTED 

Nexor (Design Design) 46 

Pro-Tennis (Loriciefe) 53 

Space Shuttle (Activiston) —.55 

Olympiad *ae (Atlantis) 56 

5-a-side Soccer (Mastertronic) 56 

Knight Rider (Ocean). 57 

The Apprentice (Mastertronic) 58 

The Vera Cruz Affair (Infogrammes) , 59 

Con-Quest (Mastertronic) 60 

Golden Path (Amsoft) . ...61 

PREVIEWS 

Prodigy (Electric Dreams) .62 

Trailblazer (Gremlin) 62 





Third Opinions: 

To pf event needless repetition, and fo give the old Ed 
a rest once in a while, we have only put Third Opinions 
on the j4A*Raves and Maslergame. Whether a game 
gets these titles or not is generally a group decision, 
though usually Bob's vote prevails! 



VORTEX ON TOP 

Distributed by US Go!d s Vortex's Revolution earns the 
coveted Amstrad Action Mastengame award this month 

with simple but gripping action. The graphics are 
superb, and controlling that bouncing ball takes some 

doing even for the hardened foystfck waggler. 
But AA- Raves are thin on the ground , with only three 
on offer this time round- Deactivators from Ariolasoft 
sees robots running around disposing bombs and 
trying to keep things together before the building 
blows, white Domark's Split Personalitiesis a clever 
variation of the old Puzzler game with a topical slant. 
Tempest from Electric Dreams is a fast moving version 

of the arcade classic. 
The TV-based Knight Rider gef s a firm thumbs down « 
stick to the TV version if you want some action - and 
TheVera Cruz Affair was disappointing. But what are 
you doing reading this? Turn the page and get into the 

real stuff! 



TOP 20 AMSTRAD GAMES 

The chart created by AA readers 



This 
ronlh 


Las: 
month 


% of votes 


Tito 


Softwarehouse 


i. 


1 


10.2% 


GET DEXTER 


PSS 


2. 


2 


8.4% 


GREEN BERET 


Imagine 


3, 


3 


a. 2% 


BOMBJACK 


Elite 


4. 


7 


8.0% 


BOUNDER 


Gremlin 


5 


4 


6.4% 


BATMAN 


Ocean 


6. 


12 


6.3% 


COMMANDO 


Elite 


7. 


5 


5.9% 


SPINDIZZY 


Electric Dreams 


8. 


11 


5.9% 


SORCERY PLUS 


Virgin/Artisoft 


9. 




5.2% 


KUNG FU MASTER 


U S Gold 


10. 


19 


5.0% 


SPELLBOUND 


Mastertronic 


11. 




4.9% 


THRUST 


Rrebjrd 


12. 




4.6% 


THING ON A SPRING 


Gremlin 


13. 


14 


4.0% 


KANE 


Mastertronic 


14. 


10 


3.4% 


GHOSTS N* GOBLINS 


Elite 


15. 




3.4% 


KNIGHT TYME 


Mastertronic 


16. 


15 


2.8% 


HARVEY HEADBANGER 


Firebird 


17. 




3.0% 


3D STARSTRJKE II 


Realtime 


18. 


9 


2.8% 


HIGHWAY ENCOUNTER 


Vortex 


19 




2.3% 


BATTLE OF BRITAIN 


PSS 


20. 




2.1% 


WHO DARES WINS II 


Alligata 



No change to the top 
three positions once 
again, although Bounder 
has bounded over 
Batman to take the fourth 
place. 

Fresh to the charts 
come the excellent 
cheapie Thrust t which 
should work its way up 
the charts fairly soon, 
Thing on a Spring, the 
brilliant Knight Tyme, 3D 
Starstrike ft, Battle of 
Britain and Who Dares 
Wins IL 

If you think that Get 
Dexter \s rubbish, or that 
Space Invaders is the 
best thing since Ponej, 
then remember * these 
Charlsareyours.Usethe 
form on page 96 and you 
cou ld change the world. 



ACTION TEST 



DEACTIVATORS 

Rn,iktof fli iflljscf! £8,35 cass. £14 95 disk, joystick or keys 



Thi3 first game on Atiolasoft's new arcade - 
action label looks like being their best so 
far on the Aituar&d, 

It's set in a building where terrorists 
have planted bombs on five different floor? 
of increasing sise and c^mple^ty, You 
have to get rid of them before they ex- 
plode. To do ttiar, you nse a team of andr 
olds within the building who (which?) not 
only havri to cope with the bombs but a host 
of other problems as wel]. 

The screen is split into two sections, 
the lop part showing two rooms in the game 
and the bottom part presenting various 
pieces of information. Each room is shewn 
in 3D perspective from one side and will be 
connected to others by doorways, trans- 
porter pads or fireman-style poles. The 
BccEsem below usually shows a map of the 
building with your droids and the bombs 
marked . 

An icon menu can be activated by (be 
fire button ro replace the map, providing 
four possible action*; change droEd, throw 
object, look around, and return to caneait 
droi<L 

Hie live floors are of increasing size, 
complexity and number of bombs so the 
first floor may seem easy, but the fifth is a 
real monster. 

On each door La a computer which has 
several circuit-hoards nuking. They have 
to b& found by the droids and mseiied into 
the computer. Inserting a board will cause- 



one of several things to happen, making 
getting rid ol the bombs possible or easier. 
It may reveal a doorway, pu! on the lights in 
a pitch-black room, remove a foccefield 
blocking a route, enable a "lansporier 0* 
do nothing at all. 

Each floor hat a single exit. Once a 
route to it has be*n cleared you've got lo 



SECOND OPINION 

fJtis one s goi a marvellous 
combination of brain-taxing strategy 
and rough, nerve-racking' sedan. The 
differing gravities^ ihe dud circuit- 
boards and the enemy dioids all pose 
challenging problems But your real 
opponent is the dock:, its gripping, 
frustrating and very, very inearJ. 

AW 



start ggttirtg the bombs out before their 
sunc -fuses run out and they explode. To 
move both bombs and circuit-boards 
you've got to pass them between cLrcids. 
throwing them through holes in the walls 
which the droida can't pass through. This 
can be hazardous though because too many 
impacts by the bombs and kaboorri- U 
ono bomb explodes you can t pas? on to the 
next floor, but you can restart on the floor 
you've reached. 

The use of perspective in the rooms is 



important; a three-dimensional environ- 
ment has been created very well. The 
droid& and other objects get larger as they 
come into the foreground, Portioning is 
important when catching objects. They 
move around their environment by falling 
through holes in the chequered floor, using 
transporter pads that connect remote sec- 
tions of the building* and by sliding down 
poles (also, unlike firemen* up poles) 

The bombs fuses are lit at intervals so 
you must throw them out in the right order, 
which can only be learn r by trial arid error. 
If one explodes, the room can't be entered 
and anything inside it is annihilated, 
^fiP' Droids can also be lost if tiiey run into 
robot guards who try to follow them, or 
forcehelds placed on some doorways, 
poles and transporters. Bonus droids are 
given for getting enough points; these can 
be positioned during a game, a bit like 
bringing on a substitute. 

The most interesting feature of the 
game i* that rooms are sometimes turned 
through 90 or 180 degrees to be on their 
sides or upside-down. This create© soma 
knotty control problems that can cause ft 
vital gphi-tiacond's confusion. Rooms also 
have different levels at gravity important 



: 



NEXOR 

Design Dessgn £8.95 cass, t"1 1 95 disk joystick or keys 



Design Design is usually reknowned for its 
wacky and original games, but t suspect 
many fans will be disappointed by this one. 
It's an isomer ric 3D game, not a crime in 
itself, but one that borrows most of its 
features from Batman and doesn't provide 
as interesting a game. 

The game is sel in a military complex 
which has been overrun by alien robos. 
You have to escape Willi a top-secrer mas- 
ter weapon and its blueprints. 

The weapon is split into live pieces and 
there arc two of each piece. You have to 
get together at least one complete device 
and try to stop (he aliens getting the pieces 
of the other one. To escape lite complex, 
which has been set to self-destruct, yoti also 
need a control panel for the matter -transfer 
beam and the blueprints of the weapon. 

The rooms in the complex are connec- 
ted by doorways, vertical sh sits and lifts- 
Some open out so thai you need to try 
walking off the from edges of ihem to see sf 
there's a <xmnecting room. They're not as 
well drawn or as colourful as Batman: the 
co'-oui scheme is nhe same sort as 
Although many of the objects at first look 
unfamiliar i their uses and nifect are quickly 
recognisable. 

You can walk, ]ump and Ml fnuJes at a 
time) around the complex, but your jump 
ing action is slow and do<-*n ! get you very 
far You can pick up objects while standing 
on them and use them to get through 
doorways, to mach other inaccessible 
paims or lu avoid rohnts. As m Batmin you 
can 1 1 take these objects out of a room. 
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Collecting the pieces of the weapon is just 
like getting the bits ol the Mtmobile: they 
even come together on a separate screen in 
the same way. 

The robot guardians appear in most 
rooms but this weunu; to depenH oti ^ is me 
factor or your having visited certain loc- 
ations;. Some follow strict movement pnl- 
lerns while others are more random. Titers 
are also static hazards, but all are deadly to 



SECOND OPINION 

If you 're going to rip off fea tures of a 
game then you might at least ch&$$& 
the best ones. Wh&re are all the 
d&vious puzzles the strange powers 
and the floating in the air? The Batman 
theme definitely bears repeating hut 
you need mare variety than this - 
which is basically ; us! a mafrer of 
wandering around mapping. 

AW 



the touch- Nothing is new to what's gone 
before in Barman and the in 1j mate games. 
Some of rhe hazards are weil drawn includ 
ing moviug-hcad busts of Maggie 3 million' 
Thatcher, iwutfy wpikes. bombs and a little 
fellow on a unicycle. 



You*d think you couJdnl go wrong by 
producing a game similar to Batman, but 
the bits that have been left out are what 
gave the original its greatness. There 
aren' 1 : enough complicated pussHes, you 
can t float or collect skills, and the graphics 
aren't nearly as detailed or colourful. It's 
not a bad arcade adventure with quite, a lot 
to explore and find and many obstacles to 
overcome, but it does suffer from lack of 
originality by arriving in Batman 1 * wake. 

BW 

FIRST-DAY TARGET SCORE 

3 pieces of weapon 




On* of tht 
3D rooms 





ACTION TEST 



wfrfcn trying to Iftiow things. 

graphics are tiie most disappoint- 
ing part of ihe cime because no 



attempt lo use the Amstr^d'& excellent 
colour iaciliiies. Bu* tira 3D is good, and the 
freaetic garttepfey is excellent- You'i© 
constantly battling a tight ^e4inu* and 




perforining delicate manoeuvres where 
one slip and live game is blown. 

BW 

FIRST-DAY T/LRCET SCORE 

20,000 \ : v - ; 



GREEN SCREEN VIEW 

No problems mih playing' m green 



AW 



P- Five laveU of iacnaal&f difficulty, 

► A tough teit of time *jad ipac(ious r 

► Well-designed building* to make 
Utiny^ complicated* 

► Gameplay xe qtiitw 
concentration And quick thinking. 

ExctUut f«atur&i£ tik« twisted to«mtt t 
gravity changes and blacked-out rotfmu . 



B A 0 I 
& V*?-y bad u*o of coloi 



GRAPHfCS 



SDNIC5 



GRAB FACTOR 



STAVING POWER 



A A RATING 



57%. 
67% 
M% 
07% 
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91% 




v. v.-. 



1 






GOOD NEWS 

► Plenty of rooms to explore, 

* Gradual appearand** of robots is good, 

* A lough 1*isk with m Any obstacle*. 

► Some good screens requiring object 
manipulation . 



B 



► Ripped off many ideas from FaPm.tji. 

► Not enough puzzles or features to 
keep you busy thinking. 
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ACTION TEST 




TEMPEST 

Elrutik Dioflins, f 9.39 Crtsis, f 14. 99 disk, joystick or key* 



If you road our preview a few months back 
you'li know that this classic shoot-em-up is 
my personal favourite from the arcades. 
This certainly can't be described as a faith- 
ful conversion but it retain* most of Ihe 
elements of the original and the same mind- 
less but incredibly addictive gameplay. 

It's a completely abstract concept that 
rakes you into the world of the wire ways to 
face a deadly assortment of alien forces, 
These aren't the same as the arcade ver- 
sion and some have been renamed but 
there are also some nasty additions lo keep 
you on your toes. The purist won't be 
entirely happy with tho changes but there's 
still a fabulous game here. 

The wireways are made up of SO differ- 
ent types of -[rid and there are 99 skill 
levels, but once you're past levei 10 things 
get very tough. Each grid has a number of 
lanes that taper away towards the centre of 
the screen, although the number of lanes, 
and therefore the case* with which they can 
be covered, varies with each grid. The 
grids either wrap around or have closed 
ends which you can't move off. 

At the top ot the grid is the | park which 
you control and this can move sideways 
across the lanes and Eire a hail oE bullets 
down them, The aliens come onto the grid 
from the bottom and try to advance to the 
top of it where they can run into Ihe spark 
and destroy it. The types of alien depends 
on the skill level but on higher levels 



everything gets thrown at you. 

The most basic of the enemies are the 
flippers which flip across lanes as they 
advance up the grid. The** can appear on 
their own or by shooting spinning squares 
called rankers which will produce two of 
them. Fuseballa are spiky objects which 
move straight up a lane and have to be 
dealt with quickly, Pulsars arc straight lines 
that behave exactly the same as fuseballs: 
but are harder to see coming. 



SECOND OPINION 

Fills is ihe most nundicsx tiling /Ve 
ever seen, and I love it. The game just 
throws so much bad stuff &t you so fast 
th a t despeza tely fz$nzi&d hlasiin g ls 
the only answer. Good movement and 
tiring technique can help up to a point, 
but you 'if get a lot further jmt 
hammering the keyboard iike crazy, 
Bin you j joystick and get s&ppingi 

AW 



A completely new type of alien *s the 
spinning fuseball, which is also released 
from destroyed tankers and spins around 
the grid very fast, spiralling upwards as ii 
goes. The last feature is spikes that move 
up the grid ieavrnq a I rail behind, which 
remains if the head is shot. At tho end of the 
level the spikes grow upwards and you 
have to get the spark gut of Ihe way and to a 



clear lane before ihey reach the top, 

You can get an admirably heavy rate of 
tire but you'll need it to deal with the 
hordes of enemies ¥ and at nmes you'll have 
to be very accurate as well. 

As a last resort you've got a super- 
sapper that wipes out (he whole grid,, but 
you've only got one of those per grid. You 
need to save thin for as long as possible 
because it's the only way to gel rid of aliens 
that reach the top of the grid. That's a 
design flaw which isn't present on the 
original but doesn't harm the action too 
much. 

The vector graphics are quite nicely 
done although you do got screen slowdown 
when there's a lot going on. The colour and 
sound are reasonable, but to get the best 



THIRD OPINION 

A superb v&rsjcn of an arcade classic 
No demands on the grey mat tel. great 
/or the idrenokn, 

MN 



SPLIT PERSONALITIES 

ark, f 8 35 cuss, CI 4.95 disk, joystick or hny 



Domark don't have the most sparkling of 
reputations on the Airtstrad with some not- 
able pasi turkeys' to their debit. But 
they've certainly broken the pattern with 
this latest release, it's based on letter- 
square or tile-sliding puzzles but takes 
them into a. whole new dimension with 
some very different and entertaining ideas. 

The basic idea is to construct a famous 
face from 20 puzzle pieces - within a time 
Limit and while trying to deal with a number 
of additional hazards. 

It all takes place on a single screen, 
most of which is occupied by the 35-square 
playing area. In the top-left square is a box 
Erorn which the various puzzle pieces 
emerge. You control a cursor chat moves 
freely around the grid. When it goes into 
the box you can h fire' a square out onto ihe 
screen, 



SECOND OPINION 

If you always thought Reagan, and 
Thatcher needed their head* 
rearr&n0ng, here r s your chance. If 
you want to tost your skill and rotation 
speed against a tough time limit you 
can do that too r but tie warned: it's 
very addictive and incredibly 
frttSlratmg. 

AW 



Once a square is in play you can put 
the cursor over It and slide it in any 
direction until it hits the wall or another 



square. When ihe- cursor :s placed over a 
part of the puzzle the relevant square lights 
up on a smaller version of the picture in the 
top-nght corner of the screen. This shows 
you where each piece has to end up. 

Up to now it just sounds like a simple 
tilt. 1 sliding puzzle, but there are many 
complications. On three sides of the grid 
there are sliding doors: squares can be 
pushed through thorn when open so that 
they have to be retrieved from the box. 
There are also cracks that may appear in 
the walls: if you throw a square into one it 
bounces back. 

Apart from Ihe picture squares there 
are also a number of other items that may 
be thrown out of the box, some good for 
you and others a real problem. A good old- 
fashioned bomb, for instance, fuse sizzling. 
If one oE these is thrown out yon have only 
five seconds to chuck it out door or to throw 
it into a water-tap, the latter action getting 
you healthy bonus points. If a bullet, double 
thosei points by throwing it into a gun. If 
diamonds, fling two together and extend 
your Time limit. 

Characters also have objects specific lo 
themselves that when thrown together give 
bonus points. These you learn by experi- 
mentation but it's usually obvious what will 
work with what. There are also dangerous 
items like matches and fuel which don't go 
very well together. 

You need to go for all the bonuses you 
can, because time is very short (you 11 often 
need those diamonds) and an extra life Is 
given only at 100,000 points. 



The pictures are quite well drawn and 
you should have no trouble recognising all 
tho characters, They range from politicians, 
computer-industry figures and film stars to 
the royal family and pop stars - a very 
mixed bunch. 

Titter levels get really tough, doors and 
cracks become more awkward and squares 
bounce off each other if they don't have a 
wall or another block behind them when 
they collide, 

FIRST-DAY TARGET SCORE 

25,000 



be* 





ACTION TEST 



GREEN SCREEMVIEW 

The grid can he very di&cult tosee on 
ojt€? or two levels, and that means you 
can get into real problems with 
pulsars* It's still playable* but do you 
really nttd this much frusuaacm? 

AW 



E W 



¥ Good vector graphics and lota of 

> Fast and mindless blasting at all 
limes. 

J* A variety of nasty aliens to deal with. 

Different grids requiring different 
approaches. 

^ Becomes a really tough chatleage. 



D 



N 



W 



Nol a faithful conversion so fans of the 
original may mis s seme things. 
> Liable to cause extreme wrist cramp. 




plenty of levels (o keep you going and 
you'll find it tough not to come back for 
more every lime, 

EW 



GREEN SCREEN VIEW 

There are real visibility problems on 
some puzzle pi&c&s, but the key at the 
top of ilie screen means that it's still 
playable. 

JIW 



Recognisable pictures of the famous. 
Very testing and addictive game play. 
Lots of surprise features like bombs 
and diamonds. 

* Increasing difficulty with new 
feature! being added. 

Needs concentration and quick 
Hi inking under pressure. 



Bombs can pop up in an Impossible 

situation. 









GRAPHICS 






SDN ICS 


m% 




GRAB FACTOR 


62% 




STAVING POWER 






A A RATING 








REVOLUTION 

Vortex/US Gold. £9.95 cass. El 4.95 disk 



No : iVs not a film-licensing deal of that 
mega-flop starring Al Facino, but a highly- 
original arcade game that will provide 
many more hours of enjoyment than any 
silver-screen epic. It's in a grand tradition 
of Vortex games renowned for their origin- 
ality, graphics and gameplay. 

The game concept and task are ex- 
tremely Simple. You control a bouncing 
ball; its sole mission is to hit Utile red cubes. 

It has to bounce through eight levels of 
play. In isometric 3D you see each level 
rather like a floor of thick floating tiles - a 
grid of blue blocks suspended in black 
space, Don' I bounce down the cracks! 

Somewhere on each grid are four 
puzzles. You solve them simply by touching 
one red cube with the ball and then, within 
a time limit, touching the second, 



SECOND OPINIO N 

Those terribly cjev&r Vortex people 
have don& it again* This one* J oven 
simpler than Highway Encounter r ev*i? 
more fiendishly addictive and a whole 
lot mors colourful. The task rs 

huge, but yea 7J be hooked so 
completely you 'U tordly notice, 
Pushes your brains and your skills as 
far as they'll go, 

AW 



To start with you'll need to get the hang 
of controlling the ball crucial to solving 
the puzzles. Pushing in any direction 
bounces the ball that way, But be careful 
about hitting diagonals on a joystick p And 
remember that the ball won't change direc- 
tion suddenly or in mid-flight. 

Controlling the ball s height of bounce 
is u\e most important thing, and thin is very 
cleverly done. You control the energy put 
into the bounce: you can sot it at fire 
different levels using the fire button. In- 
crease or decrease it* energy (it shows on 
a little meter bottom-left) and the ball 
gradually bounces higher or lower corre- 
spondingly, Put in no energy and the ball 
will eventually just roll around the floor: 
with maximum power it can leap. 

You have to be patient and accurate at 
times in order to get just the right bounce. 
Once you've got the hang of the bouncing 
it's great fun to use and watch. 

The ball can fall down the gaps be- 
tween the tiles and fcna lost forever; (he 
same fate awaits if you bounce off the grid 
entirely. 

There axe other dangers lurking amid 
the puzzles. A nasty breed of spiky ball 
disintegrates yours if you touch it. Unidenti- 
fied spinning objects (USQa?) fly randomly 
about the grid; if they bump you in mid- 
jump they can throw you off into thin air . 

Most of the puzzles look straightfor- 
ward, but you goon find that controlling the 
ball accurately and avoiding dangers isn't 
easy when you're trying to do it quickly - 



particularly because most puzzles have 
complications. These are two types of 
square on the floor, behaving like trampo- 
line or glue: one immediately sets your 



THIRD OPINION 

Ft fakes some time to get used to 
controlling the bouncing ball - hitting 
the diagonal is particularly difficult 
and needs a good joystick - but the 
puzzles are fiendish and the graphics 
something else. Revolution has been 
compared foSpindizsy, but it is a 
completely different game really and a 
yt'ta! part of your collection? 

MN 



big trouble. These squares are vital for 
solving some puzzles but you really have to 
take care around them. 

The four puzzles on each level all have 
to be completed within an overall time 
limit, before you return to your starting 
point and go to the next leveL You land on 
levels in a random order » you get to see 
all of them even without completing the 
game. This doesn't make the game any 
easiei- - as you move to the next level, the 
time between touching a puzzle's two red 
cubes is reduced- To succeed, you have to 
find !he most efficient 
route of getting be- 
tween them. 



jumping energy and height to maximum, 
and the other to zero. Furthermore they 
have a repelling effect: they slide or launch 
you off in a direction that might put you in 
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ACTION TEST 




**«#ck?fi boost 



Tfiis lull* q jynlp 
cdmpl#t#ly 



Despite its simple concept and 
graphics, the game plays superbly and 
look* good. To stan with yoii can complete 
some puzzles just by quick reactions and a 
bit of luck, but as you progress you have to 
work out the ben routes and get more 
proficient at control and accuracy. The 
bouncing action of the ball is superb and 
the degree of difficulty just right to get you 
hooked - is well aa to provide a long- 
lasting challenge. 

BW 



FIRSTS AY TARGET SCORE 

20,000 



Wonderfully Original concept 

Excellent bouncing action In 3D. 

Puzzles; need thought and goad 
control* 

Simple but effective graphics. 

Increasing difficulty put* minis on 
skill. 

Good variety of puzzles. 



Diagonal controls can he loogh. 



GREEN SCREEN VIEW 

Less interesting to look &rm*v2>& r but 
every hit &s p/ayjjb/e The loading 
screen 's cho only tfii/ag ih&r really 
suffers, 

AW 



GRAPHICS 






mmm 


SOW ICS 


46%.: 




mm 


GRAB FACTOR 




iliili 


STAYING POVVefi 


88% i 
90% j 
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SPECTRUM 

£7.95 



EA. 



COMMODORE 64 




mm 



j 




TRUM 

£7,95. 

COMMODORE 64 

£8.95 

AMSTRAD 




he coin-op kings from Konamt each game an all action arcade hit now 
available for your home computer Treat your computer to only the best game 
'7ff^f^fff&: - crown it with the arcade kingsl 



'-/iff ^Imagine Software f 1984; Limited ■ 6 Cental Street Manchester M25N5 Tel. 061 8343939 Telex: 669977 



ACTION TEST 



PRO-TENNIS 

Uritists'Acti vivian. f 5. SB am, £14, 99 dlsfr, jaysctdk or key* 





The only other tennis simulation of any note 
is Match Point That was pretty good - its 
main problem was that it was just too tough. 
Pro-tennis can put up an equally good 
battle but is a bit mora player-friendly, 
giving some helpful options. 

The court is viewed from above one 
end, flanked by crowds who always get 
excited at the end of a game. You can play 
against the computer or another player or 
watch an exhausting demo game. On either 
of its two skill levels the computer is wry 
difficult to beat since it doesn't make many 
unforced errors - you, however, actually 
have to hit winners. 

You can pLay the game in two modes, 
which make the action easy to get into, The 
automatic mode just gives you the job of 
positioning (he player to hit the ball so that 
you don't have to worry about the timing of 
hitting the ball - that's done for you The 
manual mode gives you that extra job of 
timing the stroke and makes the computer 
that much harder to beat. 



SECOND OPINION 

The automatic mode really does make 
f/4 j_v d simple piece of fun, h captures & 
lot of she atmosphere of tennis white 
staying veryplayabte^ Tin not rea/Zy* 
fan of sports sim ulahons, but this one s 
worth a look. 



You can choose from throe types of 
playing surface: clay, grass and hard court. 
The surface won 1 * initially make much dif- 
ference to you but affects the bounce of the 

bail and speed of the players Matches can 

be played over one, three or Eve sets; 
these can last a very long while because 
very lengthy rallies are the rule. 

The service occurs automatically but 
can be directed toward one side of the 
service court. Once the bail is in play the 
computer is quite happy Eo sis back and 
play from the baseline. This means that to 
win you need to gel to the net and either hit 
outright winners (passing shots, and lobs if 
he comes in) Or force rum into lobbing the 
baH over the baseline. The danger is that 
he will Mt a lob in and you won't be able to 
get back to it in lime. 




Although the rallies can be long 
against the computer, they can also be 
quite exciting if you're on the net because 
of (he continual effort needed to gel the ball 
back and to try to hit winners as well. The 
two-player action is of course even more 
exciting with much more unpredictable 
play 

The graphics aren't particularly impre- 
ssive: the players are small and (he strokes: 
indistinct. But the action is compulsive. The 
automatic option and the different courts 
bring a bit of variety, Most importantly, 
you'll get a good contest out of it 

BW 



FIRST-DAT TARGET SCORE 

Take a set off the computer 



0 



D 



* Tough computer opponent. 

Helpful automatic option. 
> Rail speed varies a Sot from fast drives 
lo sla w lobs, 

fr» More friendly and playable than 

Match Pvlut 




6 



I 



► Rallies with the computer can be very 
long. 

* If you've already got Match Pain t it 
doesn't offer much more. 



courts look like </r^s», bu 
r isv mere "v no problem. 



GRAPHICS 



SONICS 
GRAB FACT Off 
STAYING POWER 



A A RATING 



51% 
31% 

TS% 
76% 
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Daringly Original Arcade Adventure. It's What You've Come 




ACTION TEST 



SPACE SHUTTLE 

Achvisicm. £9.99 cass r £14,99 disk, keys or 
j^stick with kays 



NASA may not be a: lowed to ge\ the real 
thing off the ground at the moment but you 
can take the shut tie Discovery up for a flight 
or two with this stmulatior. by Sieve Kitchen, 
It doesn't give you the sorl of freedom thai 
ordinary flight simulators have, It sees you a 
tough mission task: fly the shuttle to a strict 
flightplan, launch and dock with satellites. 

You can choose from three types of 
flight: number one is a demo thai shows you 
exactly how a perfect Right should pro- 
ceed; number two gives you control of 
most of the shuttle while the computer 
gives invaluable aid to the beginner; Dum- 
ber thico leaves you on your own to solve 
all the problems. 



flight controls. The graphics are quite bare 
except for the payload-bay scene, The 
sound consists purely of engine noise and 
warning signals. As a simulator It's pretty 
good, but as a game it doesn't really have 
enough variety to keep you interested for 
loag* 

BW 

FIRST-DAY TARGET SCORE 

Complete flight 2 



G 



W S 



You've always got plenty to da, 
► Good picture of fhe pay load bay- 
fr- Docking with satellites provides the 
lasting challenge 




N 



W 



SECOND OPINION 

Morbid curiosity aside, there T s not a 
lot ro r&comm&nd this one. ft /era V 
realistic enough tobo& convincing 
simulator, bur the lack of freedom 
means it's not much of a game either. 
A worthy effort, but I just found it too 
dull 

AW 



► No variety once you 1 ve learnt the 
mission, 

► No freedom of action; you just have to 
follow the flight plait. 









GRAPHICS 


48% 


SDNIGS 






GRAB FACTOR 


61% 


tmmm 


STAYING PQWEft 


53% 




A A RATING 


59% 


mmm 



Your view is from the shuttle's cockpit 
with your essential lnstrumcmfaUon and 
onboard computer display. You start on the 
launchpad: the first task is to get the shuttle 
o*l the ground A detailed launch guide 
tells you exactly how to do this step by 
step, but in the heat of tfie moment when 
you're under pressure you might forget 
something. 

Once in the air you need to follow a 
trajectory that the computer has plotted to 
get you into space. Once you're up 
there you've got to achieve a stable 
orbit before you can Launch the 
satellite. Onca again you're 
given plenty of information 
on what to do K so that just 
following the instructions 
should get you through. 

Now comes the tun part: 
launching the satellite. You are 
treated to an excellent view of the 
pay load bay as the satellite spins out of 
it and then round to the front of the shuttle 
and off into orbit. 

Having got rid of one satellite you 
go dock with some others, which enhances 
your rating when you get back to Earth, 
You can dock with as many as you like, but 
each successive one gets harder to do. 

nmiNBMfvt 

No problem* with visibility, but it still 
do&m Y took very realistic. 

IW 

Once you're bored with whizzing 
around the Earth you can re enter and land 
al Edwards Air Force base. Once again 
you're given detailed instruction* or, how 
to gel down and a trajectory lo follow as 
you descend to the runway. When you get 
within range the runway appears m the 
view and you glide in for a landing. 

It will lake a bit of practice before you 
can do the whole mission properly but it's 
quite easy to get started and to know the 
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FHIST-Pft Y TARGET SCORE 

Seat the compiler-fry: 5 goafs 



i 




y«i just have to keep kicking and it wiU go 
in. The opposition will do likewise. To stop 
them you just have to run past them, turn 
around atid run head-on into the relevant 
player, kicking wildly. 




SECOND OPINION 

Dear me. Orce upon a time, 
Mastortromc had a reputation for 
producing cheap trash, Through hard 
work an d strict quality-^on trol they 
cleared tfcejr name and showed the 
world that cheap needn't mean nasty. 
Another game as miserably had as this 
one though, another one as 
unspeakably awful 3 and they 'll he 
right back to square one. 

JLW 



FIVE- A. SIDE SOCCER 

Masiertruifcit. £2.93 cass, joystick or keys 



Mastoitrorde have been producing some 
excellent games lately and I suppose the 
nm had to come to an end somewhere. This 
is iL As football games go it's one of the 
worst I ve seen. It doesn't even deserve a 
98p pncetag, never mind the £2.98 ii T a 
costing. 

it follows the familiar pattern of other 
football garnet, but with less impressive 
graphic and gameplay\ The pitch is 
viewed from the side and es composed of 
tbjree acroens, a goal at each end. The 
teams have five players each (seem* log- 
ical for ftve-a-side football) with one player 
m the goalkeeper, who can't be moved out 
of the boa; around the goaL 

You control one player. You can either 
leave, it to the computer to, choose which or 
select him yourself by ^cycling through the 
player* on screen. You can compete either 
against the computer or against a mate 
Eiiher way there isn't much variety to the 
playing action. The computer" plays very 
predictably: although it wtii score go ale 
you can eairity pul away more; 

The pitch is narrow. Because the rules 
are five-a-aide there aren't Any corners, 
throw-ins or any other set pieces. 

The gameplay consists of getting 
behind the ball and booting it forward a 
few times; il you're lined up with- the goal 



If enemy action gets close ic the goal, 
control switches to your keeper but its 
usually loo Jate to do anything about " a goal 
feeing scored. 




The graphics are chunky and garish 
and the gameplay very monotonous. A 
rather sorry product, and the sooner it's 
forgotten the better, j: ^ 
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G REEK S C REEN VIEW 

Visibility problems are really neither 
here nor there- f mean, the game is a 
complete hole in the ground, 

AW 



G O 0 0 H I W" S 

p- 7 here 11 be a lot of goals scored. 



BAB N £ W S 

* Chunky, qansh graphics, 

> Pjedictahle computer Gpponeftt. 

P Baring gameplay. 

P No other options or feature* except a 

two -pi a vex game. 
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11% 
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Here's yet another multi-event sports 
game, but one that doesn't involve any 
Waggling or keyboard- bashing, h features 
five sports: weightlifting, canoeing, J CO 
metres, skeet-shootmg and discus, f don"t 
think most armchair athletes are going to 
find much here io mierest thern- 

Weightliltmg xs the first event. 
have co lift gradually heaviex weights to 
reach a qualifying level. The lifter is poorly 
drawn and animated. Your method of ma- 
king lifts is even wont: « pointer spins 
around a circle at the bottom of the acre^nV 
and when it's potnnog «cr«ight up you have 
to press Fire to stop tt Gel tt right end U> k 
good lift. mass it and you lose one of your 
three lives. As tte iwlyliry gel heavier ih$ 
pointer spins faster 



SECOND OPINION 

If s a funny old business ; this 
computer-games lark. Just when you 
think you ve seen the worst game 
imaginable, someone goes and brings 
out something much, much worse. 
You it laugh at the graphics on this 
one. weep at the waste of three quid 
and fall asleep over the gxmepl&y, I'd 
have preferred a waggling game, and 
1 hate waggling games 

AW 



The second event, canoeing, has bettor 
graphics hut familiar very simple garae- 
[day Your canoe (a kayak, actually) ap- 
pears in the middle of the screen, viewed 
from above, and the occupani paddle* with 
jas* two frames of animation Rocks appear 
at ihe bottom of the screen and move up it 
Yon have 10 move left and right to saroid 



ACTION TEST 



thorn If you hit a rock a life is lost, other- 
wise you have to complete a certain dis- 
tance dawn the course. 

Thfi 100 metres is tiexL Here the anim- 
ation is batter but the gamoplay just as bad. 
The run stays* in one spot on the screen 
while the crowd jerks by behind him. Tfc 
rtiake hmi run faster you have to press Fire 
tit conjunction with a spuming pointer, as fn 
evenl one, bui this time you hitffr fft .toep 
repeating U to keep the speed up And make 
the qualifying time. 

The fourth event is akefc^sftoofirig, 
ah hough by this time you'll probably want 
to do a bit of author -shooting. A cursor and 
two trees appear on screen and from the 
bottom of the screen a grey brick will spin 
up r You have lo put the cursor over it sth<i 
press Fsre to destroy u before it flies off 
ifcreen A act number.otf sfceet* have to be 
•hot, but hitting more pjftlt you mote points. 



5 




Woufcfo'l you ISfce 
«] body l5k * thi * ? 



The final event {heavy 3tgh of -relief} is 
the discus. You first have to sot the power 
oi the throw with the familiar spinning 
pointer and then the; angle by Stopping i; 
number Llkat gradually increases, This lime 
a white spinning brick mows across screen 
end you hope it pas$ed the qualifying 
distance. 

Then it's back to the fiwt event. Go 
through it alJ again with the qualifying 
gelling tougher until you Ipse all three 

bves. 

The graphics ate: dismal, the; sound is 
hopeless, the gamoplay hoxnbly a-unple 
and even at £3 it*s a waste of money. The 
facE that i r s budget software is no longer:- an 
excuse for bad product Like this. «|| 

SW 



JflE 



Y TARGET SCORE 



GREEN SCREEN VIEW 

if yioii shelled out thr&c <piid for diis, / 
should think grG&n is the word, 

AW 



NEWS 



* It's cheap. 

► It's quite tough as you progress. 



* The graphics are iwtct. 

* Very little aotjrtd- 
Vtry atmpLc gartieplay. 

* Little variety your task. 



GRAPHICS 


33% 




SO NICS 


1S% 




GRAB FACTOR 


20% 




STAVING POWtft 






A A RATING 


ia% 





KNIGHT RIDER 

Ocenn, £ Ei . 9 & cass, joyslirk or keys 



hope you havens been holding your breath 
[or this one because KITT appear* to have 
been, worked on in Ocean's garage for 
quite a while. Now he and h« do-gooder 
driver are out, but when you get a look at 
the game you re going to wish they'd 
scrapped hun and cubed him in a metal- 
crusher. £ '. 

The game begins with our eager TV 
heroes revving to go in Atlanta. They can 
choose one of four dastardly plots to foil 
within a tune limit- A network of roads 
connects several major cities in the Excited 
States, and at each city there is an oper- 
ational base of some kind. These consist of 
a single screen. On visiting the one at 
Atlanta you'll discover where you need to 

You choose a city off a menu and then 
have to driyq there. The view is from, the 
driver's seal - the only things -you'll see 
while travelling between cities are enemy 
helwppters and tee road, 




SECOND OPINION 

It really looked at one point as if this 
Qng wasn't going to come out at all but 
no such luck. If ttus was a budget game 
if wotfld be miserable value for 
monmy There 's almost nothing to it, 
And what there is looks dated and 
povrly executed. I'm amazed that 
Ocean ha ve the gall to charge money 
for this stall buT£S.951eju&i comical 

AW 



This is the really exciting bit the 
guards can shoot a! you or Touch you to 
knock a lot off the isrcte limit. The' guards at 
some bases will home in on you because 
they're 'trained killers' - which means they 
aren't wearing blinkers, unlike the rest of 
them who keep to movement patients as 
you go straight by them, merely letting 
loose the odd bullet if you're in then path- 
It you get to me other side of the room 
you're given tree next location to go to. U 
you can resist (he overwhelming urge to hit 
the reset keys, you're off on another cat 
ride over a featureless highway. 

The graphics are bad, the in-game 
Sound js bad, the cotlmosv detection at 
b*S£s j$ loygy, the g*un«pJay i£ boring arid 
as licensing deals go this is the worst. 

FIUST DAY TAUGHT SCORE 

Stay awak£ 



You can choosy to drive or shoot helior - 
opt^r*. whPe KITT performs the Cither job. 
It's best W>. drive yourself and le? KITT do 
the ahooting, since you can drive twice as 
fast and he'll probably shoot sEraightei. 
: ' "Driving I? just a mattei.'of accelerating 
&& hard as possible and Eteering around the 
^occasionaj incredibly predictable bend, h 
lak^s no skill $1 all Evert damage caused 
by missiles from the helicopters And bumps 
wsth the side of She road doesn't liven up 
the proceedings; IE you do want to shoot 
helicopters ifs just a matter of guiding a 
cursor around the screen arsd fixing an 
ssi visibly laser. 

Aiier getting 'bored at the wheel for an 
elernjty yoii aruve- at the. city and can enter 
the operational base there. You now control 
a figure viewed from zdfove who -has to get 
from one side of a room to -the other, 
avoiding contact with the guards? there- 



GREEN SCREEN VIEW 

You can stiti see weU enough to play, 
Fin afraid. 

AW 
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s 


► 1 IJked the tiU« t»ae. 






b a d W$$m$ 







^ Vn impressive graphics^ 

^ Bad collision detection mi bases, 

> Monotonous gnmepLay . 

> The wor*t-e veJt Uoeodving 4eal- 

> You harp to wait for very slow- 
scroll in g messages. 



GRAPHICS 


31% 




SONICS 


45% 




GHAS FACTOR 


13% 


B 


STAYING POWER 


15% 


i 


A A HATING 


18% 
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ACTION TEST 



THE APPRENTICE 

Mastcitroiiic. 1 1 99 casts joystick or keys 
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ACTION TEST 



Much more of a problem is landing on 
a screen to find a monster headed straight 
for you ox right on top of you. This can put 
you into an infinite death loop thai can ruin 
a lot of hard work. 

Even ihough the game isn't original if s 
very competently done and provides an 
excellent challenge for any arcade adven- 
turers who Liked Sorcery, Its major pro- 
blem is speed the action is quite sedate. 
Despite that you've still got a lot to cope 
with and have to concentrate hard, 

BW 

FIRST-DAY TARGET SCORE 

10.000 



GREEN SCREEN VIEW 

Ugly but visible, 



P- Good colourful graphics and 
monsters. 

> targ*, well designed playing area. 

► 10 wizards take quite a bit of finding. 
P Disappearing sections of scenery are 
good. 



E W S 



P- Action is quite slow. 
► Not very original. 



GRAPHICS 
SONItS 



GRAB FACTOR 



STAYING POWER 



A A HATING 




THE VERA CRUZ 
AFFAIR 

Infogrames, £9.95 cass. £14.95 disk, keys aiilv 



The latest French import puts you in the 
role of a gendarme investigating a suspici- 
ous death, which is fir&t thought to bo 
suicide but soon looks far more sinister, 
The game loads m two $ecti0ns 1 the first 
one giving you a chance IO examine the 
scene of the incident and tlie second Id 
investigate using the police computer 
network: 

The scene of the supposed suicide is a 
single, macabre faul detailed and well 
drawn screen, dominated by the dead 
body of Mile Vera Cruz, Scattered around 
on the floor and furniture are various ob- 
jects and clues that have to be examined. 
You control a cursor on the screen that can 
be placed over the various objects, which 
can (hen be examined in greater detail to 
provide information that may be a clue or 
may be misleading. 



You 11 need to note down on paper all 
of the information you find because you 
can' I look at it again once you leave this 



are no* exacily over helpful on this mailer 
either, a situation exacerbated by their 
translation from the original French. 




section of the program. Make sure you 
examine everything you can because even 
the smallest object may reveal something 
inreresting. 

When you're finished, the second part 
of the program has lo be loaded, This takes 
ygu to your office, where you can com- 
municate with all the other police and 
Judicial services through the Diamond 
Computer Network, 

You have six main options while using 
the computer send a message* print cut a 
screen (if you*ve got a printer), see a 
statement from a witness, compare 
evidence, make an examination , and arrest 
the guilty party. 



SECOND OPINION 

I'm sure there's a good game in Aere, 
but poor translations ancf g&ii&rat 
unfricndlin ess mean it 's ju3t too 
difficult to got at. Even the most patient 
of detectives can- only put up with 
'addressee inapplicable 1 so mmy 
times before he hands in hisbfidge. 

AW 



The other options are much easier to 
use since they require less composition of 
messages.. There are still hitches though: 
when performing an examination, for 
example, you are told you can make a 
"graphologies! 1 examination, but you're not 
told exactly how To do that 

If you can penetrate these problems 
there is a very good game underneath with 
plenty of nice touches- There are the facial 
pictures of suspects, the need for deductive 
reasoning and of course the need for a 
policeman's perseverance. It's a shame that 
this is marred by the impenetrable replies 
of the computer to so many enquiries, 
'addressee not applicable" and 'without in- 
terest'. A good game, but one that could do 
with being a lot more helpful and user- 
friendly. 

BW 



GREEK SCREEN Yl£W 

Sfifl pl&y&bte, and&iMimpenetrzbfa- 

AW 



Messages can be sent to various bran- 
ches of the local and national police, 
prisons and judicial information centres, in 
an attempt to gain useful information. Or 
messages can be used to find out further 
details on an individual who may be known 
to one of the other services. Or police 
elsewhere on the network may know some- 
thing at a particular piece of evidence. 

The main problem with these commun- 
ications is that you have to get only one part 
of the message wrong and you always get 
the same message 'Addressee not applic- 
able'. This moans you don 1 ! know whether 
you made a typing mistake, used the wrong 
form ot message or the service really had 
no information on the question. 

Consequently you can be fishing about 
in the dark not knowing what's going on, 
purely because you can't communicate with 
the computer properly. The instructions 



* & difficult case that takes some 
solving. 

P- Nice touches like the suspects' faces. 
P Needs a lot of thought. 



t 



W S 



J* Very unhelpful responses to 
unproductive questions, 
h Translation is unhelpful in places. 
Takfis a Lot of getting into- 



GRAPHICS 




mmm 


S0NICS 


14% 




CRAB FACTOR 


S3% 




STAVING POWER 


71% 


mmm® 


A A RATING 


64% 


mmm 
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ACTION TEST 



CON-QUEST 

Master! rortit. £2.99 cuss, joystick m kefs 




At first sight you might be tempted to write 
th ii cEf as jusl another game where you run 
round umpteen screens picking up some 
things and shooting monsters. However a 
closer look reveals more depth fa the game 
(by Derek Brevreler). with lots of different 
objects that can ha examined and used m 
different ways. 

The action lakes place lei a castle which 
has been occupied by the demon Greli and 
his monstrous miiuona. Your task as the 
cute character Oscar is to rid the castle of 
GreUp but you've got to do a Jot of explor- 
ing and use many objects to achieve that. 

The caslle's rooms are shown m 3D 
from one side. Most of them have lurmlure, 
wall decorations and of course monsters. 
Most of it is well drawn, but suffers from an 
unimaginative use of colour: each charac- 
ter, object and furniture item is just a single 
colour. There's a maximum of three mon- 
sters to a room and they whizz about 
randomly, sapping your energy when they 
touch you. 

You. can combat the creatures with 
weapons ihat you D\nd 1 including a boome- 
ranging axe and a magic wand, tout you'll 



heed some knowledge as well before you 
can use the wand. Once you've packed up 
an object you can use three other options 
on an icon menu at the bottom of the screen: 
drop it again, examine or use it. Sometimes 
examining it will reveal some useful m- 



5ECOND OPINION 

Ttus on&*sf&irly good value and 
there '$ a /of to see. but it's all pretty 
dr&ary stuff. Th&r& s& oniy so much 
yon can do with this kind ol 
expIoiation/coU^cfwn effort. WvM 
enough presented, but nothing at all 
original or axciiirtg. 

AW 



formation; whan trying to use it you may be 
lold you don't yet know how to. 

Usually you can carry up to five items 
and be able to examine and use any of 
[hem. there is a globe of invulnerability - 
you can store Up 10 nine items in it and 
trundle it around the rooms, bul you can't 



The graphics ace the most disappointing 
thing about the game. 

The gmmeplay. however, has a lot lo 
offer in the way of exploring, shooting and 
ihe odd bit of puzzling. There's nothing 
very original here bul this type of game 
hasn't appeared so much on the Amatrad as 
on other machines, so & lot ol you should 
enjoy it. 

BW 

FIRST DAY TARGET SCORE 

40% 



GOOD HEWS 

► Quite a large playing area, 

► Goad use of Icon a within the game, 

► Loti of objects to u»» 

Good combination of exploring, 
shooting and puzzling. 





GRAPHICS 



S0N1CS 



GRAB FACTO! 



STAVING POWER 



A A MATING 



SO" 
46% 
14% 
68% 
13% 



m 



60 AMSTRAD ACTION NOVEMBER 1986 m* w h 



ACTION TEST 



GOLDEN PATH 

Antsoft, f 12.95 disk, keys 01 joystick With ktys 



There still aren't too many disk-Only games 
around, despite the huge su cease of the 
8128, This effort from Amsoft (written by 
Magic Logic) is set in th-o Orient, where a 
monk has «o achieve enlightenment by 
lighting incense before the great Buddha in 
a golden temple L To achieve Uiat you've got 
to solve a 'air few Arcade-adventure pro- 
blems and explore sho delightfully drawn 
scenery of the far easl. 

The name of (he game derives from the 
yellow line that the monk: follows through 
the screens in the game as they wind up 
and down the hills and to various locations. 
You can t ctevia<e off the line, but there are 
junctions where (t forks or loads into build- 
ings. Your life as a monk starts as a young 
man and the quest has Eo be completed 
before you age too much and become an 
ex-monk that has ceased 10 be. 

M you wander along Ihe path you'll 
encounter animals and people who may 
block it and have to be dealt with somehow- 
This could be by giving 
them an object or 



SECOND OPINION 

WgII what do you know - it !s a game 
that's unplayable in a whole new way, 
I'm ftfMt amazed a I the nerve if must 
t&ks to market this thing. There m&y 
he some interesting puzzles in here, 
bn t nobody J s tfomg to ha ve the 
patience to get anywhere with theni- 
Dazzimgly stupid. 

AW 




by fighting Ihem - the only way to find out 
is lo try it. There are also mechanisms that 
can be uied p but again you may need die 
right object or person to activate it. 

Objects you find can be carried, stored 
in one of your four pockets, or evert Thrown 
at something. You've also got the ability lo 
jump, duck, block, punch and push you 
can also experiment on people and objecls. 
Many of the animals and people will attack 
you: unless you're prepared with an 
adequate defence you'll lose a life. (Pre- 
sumably as a Buddhist you don't kill 
others.} 

Making your way along the path isn't 
always easy. It disappears in places, and 





A monfc'f life h not 
□ happy one 



you have to search for possible routes. 

Far mora annoying is the way the disk- 
drive is continually accessed. Whenever 
you change screens, perform some actions 
or die. the disk always, spends an eternity 
whirring around to load more data. This 
quickly gets very wearing and tedious and 
is exacerbated by the need to Dip the disk 
over when entering some parts of the 
game, 

There's actually a reasonable arcade- 
adventure game: the graphics look good 
and there are some pleasant puzzles. But 
putting up with the wildly infuriating disk 
problems while trying to explore will be a 
bit too much to ask even of the most patienl 
game splay er P 

BW 



GREEN SCREEN VIEW 

77i# landscape* k&& a lor &t their 
scenic appeal* And that's pretty 
sertoxts. After a J/, you 're going to be 
sitting at them for a long time waiting 
for the disk to stop running. 

AW 




0 0 0 0 NEWS 

► Good graphics for characters and 
backgrounds, 

> Some interesting puzzles to solve. 



W 



S 



► The disk-accessing would try the 
patience of a saint. 

* Not only continual accessing but you 
have to flip the disk over as well, 

► Incredibly difficult to explore tht- 
game and discover things while trying 
to put up with such problems. 



GRAPHICS 



SONICS 



GRAB FACTOR 



STAVING POWER 



A A RATING 



37% 
15% 
«% 
31% 
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PREVIEWS 



PRODIGY 

Electric Dreams 



■ Satin th& Hetihjab* <sf thfe M&dHine Swcsrar 
: WardJock p thijr impending ESectric Dt earns 
titles lb ■ to ai cade advfttfium There's no- 
Cfafng t*«w about the perspective* you view 
the M^clvlais* toough good old i«o- 
jt«rtrie 3D just like Mtm^n - but where 

conveiuioaal games switch aereeruf, Pro 
di^y u^esS a acrolling display. 

You play Solo the Syattottan,. an eat- 
jWrimantnS synthetic human created by 
WardJock. and your task & to escape from 
the MfcchMjs. Thai's not all - you have lo 
take your friend Najo vriih you. Nejo is onJy 
a baby though, so you II have to teed hirr.. 
protect hirn artd change hi* nappy while 
c&Uecttng the *te*n* ywnwd to escape* 

Than are dangers along the way the 
farm of Wdrdlock'a earlier attempts at syn- 
thetic life i the Bloberiles and the Globe- 
well, There are alao some tricky obstacles 
in the form of icy surfaces artd invkibje 
walla, and there's a tetfeporl network to 
leant yoar way round, if you're an explor- 
ation freak with a taste for cat* graphics* 
this is one to watch out for. 



TRAIL BLAZER 




This fast arcade-actlott game previewed at 
the PCW show ia another example of the 
latest games cra» - abstract bounce-em- 
iipaE Gremlin i* hardly jumping on the 
bandwagon, mind you: with AA Save Thing 
on a Spring and Mastergame Boundary they 
practically invented bouncing. 

The game idea runs like this; you 
control a ball as it bounce* down a long 
multi-coloured path. You have to get to die 
other end within a given time limit* using 
the different coloured squares to help you. 
Some squares make you bounce, some 
speed you up and some slow you down. 
Wont of all are blue squares which re- 
verse your controls if you land on them, 
and the numerous holes in the path which 
tose you considerable amounts of time. 

lake all the meet addictive gam**, it 
just sounds too simple to work. If s not just 
addictive though - with your viewpoint 
directly behind the ball, die path zooming 
by underneath yog. *t f s exhilarating and 
graphically appealing. Wacky extra tea- 
tares on the disk version should give you a 
tew laughs as well. 

Watch out for the full review next 
monih- 
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All that's gold does not glitter, tn fact some peoples 
dungeons cart be a right royal let down. 



Dandy is the massive arcade adventure that takes you 
through some of the most detailed dungeons you've ever 
seen. Either solo or with a (brave) friend you can hack, 
thump and sap your way through spectres, necromancers 
and other dungeon -dwellers whose concern tor your health 
and well-being is zero 



They have their masons of course. They're guardi 
massive treasure hoard which you. if you're quick 
into your amazingly capacious swag bag 

Dandy is the ultimate dungeon. Enter at your peril 



can stut 











7 FEATURES 





3 complete 5 level dungeons 

Treasure frove screens at I he end of each dungeon 

One or two players 

5 different spell types 

A variety of nasties 

Frenzied, thumb-busting action 

"SpWruih <8K/BBKfr HsseTfe.;.tf7,gb 
miritnoowterflmstTad and Comntodoa home 



frit 







A ft E 

mm - A — 


5E3 



ELECTRIC DREAMS SOFTWARE, 
t CARLTON CRESCfNT, SOUTHAMPTON 
SOI 2bW TEL: (0703) 22969-1 

Mail Order: Electric Ofeams Software, 
23 Pond Street, Hampstead, 




Footfcaler of the Year 

The flgnr v wv *Qtf bqfhoof dwn - tit dsn 

Li _J — - J 
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First Division 
Eiants and opted to 
'stay with ho vera. 
This promising ^ 
_ centre-back hassigr 
iKfs ed a new contra 
4 team manager t> ." Jr 

%;M Thorpe annov J5 
■^p-r:; today. 
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FootMer of foe Year ft 
16.95 £7,95 £ 

Amatnd, BBC/Electron 
AUrt CBM 64/128 
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Avenger 

:t6 +4 CBM 64/1 M 
[ Spectrum 4^H 
Anutrad 

;9.9£ 



Hu,, because f .J^W-M 



week vol 
(after not' 
lot) trad. 

I end of an $ra\ 
signaUing the 11 

! wftich has made u 
ban> player [he dub 
prolific W» in rJidrl 
'*ar Fejgue htsrory. 
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IF THEIR TIME 



Future Knight Traftbzer 

£16 + 4 «SXSp«lnjm4«t 

£6.95 £7.95, 

CRM 64 129 
Amatrad 

£9.95 



Disk 

Amttrad Disk 
CBM 64128 
Disk 

£14.95 



Future Knight 
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After Shock 

Interceptor, £9.35 cass, £14.95 disc 

Interceptor has been on the verge of producing its latest game 
Earthquake for some months now, The company finally re- 
leased it at ths PCW show in September with a new name and - 
eek! - a fatal bug. Typing PRESS, or other ill-fated commands, 
would instantly produce a screenful of garbage arid prevent 
further progress m the ganm 

The Cowled Crusader is glad to report that this mishap 
(due lo an over enlhusaistic disk-proieclion program) has now 
been cleared up. So you can buy the game with confidence as 
far as bugs are concerned. 

But what about the adventure itself? Is it ros:1y worth £9.95? 
Seems a bit steep for a game these days unless it's really hat. 

WelL the first thing is that r wasn't able to make much 
pro grass m ihe game due to the aforementioned bug. but I have 
managed to gather enough info and gain some First impressions 
that should give you something to go on - I'll print a follow-up 
review next month. 

Interceptor's previous games have had a couple of major 
disadvantages and on<5 big asset: lack of text, too easy, and 
brilliant graphics respectively- jifter Shock, you' II be pleased to 
hear, has managed to a certain degree to correct the two 
failings and retain the pretty pics. 

First, the location descriptions. These ar£ considerably 



longer than earlier Interceptor offerings and give a good 
atmosphere to a game in which you must traverse a ruined city 
after an earthquake and the a nuclear reactor before it blasts off 
into space with most of the surrounding countryside. 

The only thing 1 felt was that (he longer descriptions tempt 
you to be more ambitious in your commands p but in fact she 
vocabulary, though larger than previous titles, still isn't quite as 
good as the descriptions might suggest. A long description of a 
lift, for instance, might tempt you to examine the various parts 
mentioned, only lo get "Try something else' or an equivalent 
rejection. After Shock doesn't tell you which word it's having 
difficulty with P which can make certain puzzles more difficult 
than they might otherwise need to be, C^l^**^ 

Which leads onto the question of difficulty. A couple of , \ 
earlier Interceptor lilies- — Forest at ihe World's End in parti- / 
cular - the Cowled Crusader found far too easy, Interceptor j& 
chixjfi that After Shock is fat more difficult but until I've had a Bj 
chance to get lurther into an unbuggod version of the game T 
can't comment. First impressions are that the game is a little 
more devious than Interceptor's earlier releases, which is of 
course good news. 

After Shock was written by the same author as Jewels of 
Babylon and Heroes of Kam The storyline looks good, and the 
pictures {some of which boast animated bits, which are quite 
striking) are every bil as good as we've come to expect from 
this com party - Unfortunately there are only 16 of them, but I 
suppose you can't have everything, 

My feeling is that with only around 120 Locations and a 
rather antiquated parser this game is very slightly overpriced 
at £9.95. But stay limed for next month's foUow-up review for the ^ 
final verdsci. 
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Electric Dreams Software 
31 Carlton Crescent, 
Southampton, Hampshire SO' 2EW 
Tel " (0703 1 229694 



Rebel Planet 

Adventure Soft or U.S. Gold, £9.95 cass, £14.38 d!sk 5 keys 
only 

Adventure Soft is very lively concern near Birmingham master- 
minded by Mike Woodroffe of the old Adventure International 
software house. Mike is. however, aiuoous to dispel any 
associations with previous releases but even so I feel it's worth 
mentioning the connection because AI was nothing if not prolific 
in iis output (in its day) and 3 have high hopes of this new 
company. 

Adventure Soft has the game rights to Isaac Asirnov's range 
of books, and the company also puts out games based on the 
Fighting Fantasy series as devised by Steve Jackson and Ian 
Livingston. Ti* from thia latter stable that Rebel Planet 
emerges. 

The game was written by Stefan UfnDwaki and Eager Taylor 
of Adventure Sort and features acme very attractive graphics. 
The screen layout is in some ways similar to earlier Adventure 
Inter national titles: a horizontal split display with a neat graphics 
window and a scrolling text area below. Theie the comparisons 
end, however, since the vocabulary is quite a bit larger than 
earlier AI releases - about 400 words and the parser handles 
some more complex inputs - GO WEST AND EAST THEN OPEK 
THE DOOR for example. 

The graphics are vary attractive and include some ani- 
mated sequences. As you begin the game on board the 
merchant ship Caydia you will see the stars shooting past the 
command module window, while at other points of the game 
various monsters or objects will flicker info life while you 
wonder what to type in next, The animation isn't exactly 
stunning, but it undoubtedly adds something to the overall feel 
of lite game. 

The plot in Rebel Planet involves your finding your way to a 
'queen computer" which is controlling the Arcadian Empire 
troops who are invading the galaxy and threatening civilisation 
as we imagine it. The biggest problem ii wolves liaising with 
your ship's pre-programmed flight path: just occasionally you'll 
find yourself siranded on a planet as the Caydia happily jets Off 
to another destination, You can. however, delay take-off in a 
dire emergency, but this feature can be used only once m a 
game. 

I enjoyed playing Rebel Planet, It's not the most astonish- 
ingly innovative game around, but the puzzles are logical and 
there's enough here to keep you going for a few days. I liked 
the idea of having to contact other spies for information, and the 
spaceship schedules caused additional challenging problems. 
However Adventure Soft's policy is to stick to sure-fire commer- 
cial successes, and to some extent I believe mat the company's 
adventure system (which saves time and therefore money) is 
slightly lacking in inspiration 400 words isn't a very large 
vocabulary by today "s standards and there are no RAMSAVE or 
OOPS options, for example, though J hear that these are lo be 
introduced in later titles. 

Watch out for reviews of Adventure Soft's latest titles in the 
next issue. In the meantime you could do worse than crash the 
queen computer' in Rebel PlaneL 





Adventure contact 

Pat Winatanley of Adventure 
Probe magazine - which t ment- 
ioned a while back - has now 
written to ask me if I would 
mention Adventure Contact: 

"Adventure Contact is in- 
tended to help novice writers to 
understand the intricacies of 
utilities such as ORG and The 
Quill and et the same time pro- 
vide a source of play-testers, 
and so on for more experienced 
writers who have completed 
games The magazine also aims 
m provide information and help 
for those writers who wish to 
market their own games? by act' 
ing as a source of information on 
suppliers and markets tor 
instance 1 

Sounds like a good idea to 
me. Pat's addicts* if you're in- 
terested, ts 13 Hollingtoit Way. 
Wigan. WN3 6LS. 

Such rudeness 

'Congratulations with your Ad- 
venture Corner in Amstrad Ac- 
tion.* wrises Jaehee Lee of the 
Netherlands, Then he spoils it 
all by saying, IT still think that 
the adventure column in Com- 
puter and Video Games *s the 
best, but you are a very good 
number twoV 

This b toa much for the Pug 
to bear. The Cowled Crusader 
simply will not accept second 
place. As it happens. [ am 
pleased to announce that from 
year's end the Ptlg's pages will 
present b major reorganisation 
and facelift, including maps, 
more rips* more games re- 
viewed, and more of the inimit- 
able!, unbeatable mc. 

And as for you. Jaehee 
The Balrog is on its way - 
please speak nicely to it, offer it 
a kmfe and fork, and then sit on 
a large plate 

Attaining impassible 

Can you advise me about the 
best way to marker a game with- 
out getting ripped off snd h$w 
to copyright it?' asks David Barr 
of Antrim, 

Hmmmm,..This question to 
often asked. David - and parti- 
cularly now we have adventure- 
wiiiing utilities such as GAC 
and The Quill. There are two 
points to be made. First, the law 
surrounding copyright of com- 
puter programs is still in a cer- 
tain amount of disarray. You 
can. however, protect yourself 
to a certain degree by: 

ensuring that your nam*, the 
date, and a copyright message 
is encoded into the program in 
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ASCII at a fixed address and is 
also prominent on ill packaging 
l> lodging a copy of the 
program {with labelling as 
above) with your bank or a 
similar inaatuuon 30 that in the 
event of a claim you can prove 
your prior possession of the 
game. 

A3 for marketing the game, 
] think it :s ia.i 10 say that there 
are virtually no successful soft- 
ware houses m the UK who will 
deliberately np off a program- 
mer who sends in a game for 
evaluation. There are also virtu- 
ally no successful programmers 
who do not feel that they have 
bc-en either underpaid or other- 
wise abused by one software 
house or another. 

It is unwise to attempl to 
market a game yourself unless 
you feel that you have no 
alternative. 

Level 9 lash-out 

And now a rather odd letter 
from no less a gent than Pete 
Austin o: Level 9 fame U run- 
neth as follows: 

'The Graphic Adventure 
Creator from Incentive Software 
seems quite a good product and 
has been getting some clever 
marketing of late. Indeed, some 
people may ev&n have gained 
the impression tiiat if is equiva- 
lent to Level 9's ad venture sy- 
stem ... " 

Hmmmm... Have they re- 
ally? t honestly find this difficult 
lo believe Level 9"s system is 
not available for public use so 
the only real comparison thai 
could b$ made would be be- 
tween games produced by the 
two different systems, rather 
than the systems Themselves 
However, let us continue,.. 

A \Vc compared Level 9's sy- 
stem with the newest version of 
Incentive's GAC, on the Com- 
modore 64: 

I> Adventure Fscilitics- 
The GAC seems to omit many 
features which we take for 



granted 

nowadays: eg*. RAM 
SA VE F OOPS. multi-tasking and 
arrays, 

l> Memory left for adven- 
ture. Level 9 has spent months 
carefully optimising the 
machine-code kernel of our ad- 
vnture system so it wastes the 
minimum of space. Where the 
GAC reports only 23K free for 
ike adventure r Level 9's system 
provides 39K. Th&i's 70% more. 

> Graphics, The GAC* 
pictures look very pretty, until 
you realise that the six pictures 
in its demo game use over 1 IK. 
That's more than all 3QQ pictures 
in a typicaj Level § game put 
together. Or to put it another 
way, just six pictures use half 
she total memory available for 
the entire GAC adventure/ 

Program compression. 
Level 9 has spent years optimis- 
ing compression techmques 
and. taking Price of Magik as an 
example* 160K if adventure 
logic source compiles down to 
just 12K. 1 

Well, the letter continues, 
but I don't think we need say 
any more- Pete has made his 
point, but ior Ihe life of me 1 
can't see why he bothered! It 
would be different if his system 
were up on the shop shelf 
beside GAC, but it isn't. And in 
the meantime I still reckon lhat 
GAC tops the league of adven- 
ture generators and I still re- 
ckon that many of the readers 1 
games sent 10 trie written using 
the utility are of excellent qu- 
ality. Perhaps, dare I suggest, 
it's the quality of the competition 
rather than the utilities used to 
produce it mat's got Level 9 
worried? 

One interesting point to 
emerge from Pete s letter, how- 
ever, is a brief sample of some 
Level & A-Code - the stuff they 
use to write their games, in this 
short section, we encounter a 
goblin who won't let you pass 
unless paid wsth a bar of gold: 



aWMEPAsrtmiM THEM nuVENfXT 

IF MSToPASTCOBUN 
if B*IBED-m C THEN "Jvr 

PL TURN 

CtVEGOLD , u 1Ht u GIVE NEK T 

JtESSACE UOetTWANTTTHAT 

PETURN 
I GOB*. IN ACCEPTS 
I KtSSAUE 

<iOBU*a*iB to ' TKUE 

I (11VENFX7 



I 



Red-hot charts! 




This mon.th*s charts were really interesting for two reasons. 
First, there were many more votes than ever before, and 
reader? nominated a wider range of games. Global *s Old 
Scarps got several mentions, as did Bored of the Rings and 
although neither actually made it into the Top Ten it was good to 
seem them being put forward along with games like Robin of 
Sherlock. Subsuiik. and a host of other titles. All this goes to 
show that .adventurers are broadening their tastes and adding 
to their collections as the Amstrad adventuring market comes of 
age, 

Here goes then with this month's Top Ten, and this month's 
Lucky Pilg whose entry was picked out of the Cowled 
Crusader's folded capei John Clark of Tyne; and Wear, who 
receives a free copy of The Hobbit from Melbourne House. 

Don't forget to vote early For next issue. Help make this 
oharE an important aid to all other adventurers who may be 
wondering what to spend their hard^earRed pennies on. Your 
opinions count, and you could walk away with some free 
software into- the bargain! 

Adventure Top Ten... 

1 Red MOOA (Level 9) 

2 Never Ending Story {Ocean) 

3 The Hobbit (Melbourne House) 

4 Lord Of the Rings (Melbourne House) 

5 Heroes of Kara (Interceptor) 

6 Warlord (Interceptor) 

7 Hitchikers Guide cttfocom} 

8 Worm in Paradise (Level 9) 

9 Heavy on the Magiclc (Gargoyle) 
10 Emerald Isle .Level S) 





To The Pilgrim 

Amstrad Action 
The Old Barn 
Somerton, Somerset 

Mil 3 AH 

My favourite Three adventures are: 

Game Company 

1 

2 [ 
2 

The reasons for my first choice? above are; 

The free game 1 would like if I'm a lucky Pilg is: 
My name: 

My address {BLOCK CAPITALS ONLY PLEASE); 
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cwP J-aUi€$ 

Thii mordh Ins teen a bumper crop eC nppltcuia for immortality in flic lords fcftd 
Ladies cralnnni. Unfortumile^y wq bwn'E ream lo El yoa all in this time, Inn name* of 
On Chosen Ones who can 1 ! be inctaded h#f* b* earned forward ti r,*SL 
rr.or.ths issue. 

Tb* Mjg g«u many r»qu«*it for nejp. bat ai 1 often pom? out i H m slraid 1 a Imply 
h^Teri t got the tuna eo answer inarti *E - or even En rr.any coses' to acknowledge 
thtrrn. So pleue ttuifce good oh oi the Lords and lad:*?, vrhc- hv pm m many 
hpors o! key board- tapping and fi^irog-bas>,kr,g so that they can give you the benefit 
of their erpeiienoe 

If you ahaukl have any cojsso for complain! aJraul anyone in the Lords and 
Ladnfi column, l&c me know. There htve been leriibl* ul« of Lordi who have 
boasted of their aocompiiihn^asti but hiw not actually finished the games* This 
lorribSe cmne will not go unpuujhed ii diKovervd! 

And make sure ybu don't frivc- the Lards mid ladles Iheir-seives airy cause for 
cdiT,pLBlnt AlWny* enclose s aeli-addr eased stamped unYelope. Never phone tfiem 
after iD at lugfal. Thank youl 

Muidsnadow, rV* v*r-£h din g Story. Espionage telajid TTtt? Hobbil. Pnce of Magik, 
Mordonj Quest, Jteftwn ro £d*n, Bored o/ift# Jttngr 

Hod DfinJgp, 43 SnlfaerUn4 Jliranu t r PbIIqIc ihJclria, Glisgow, G4i 4£t 

Horom efVCara, Wariofi jVewi-jFndLngr J^r/. Jtii^unir ^-.Kaw £etfa. /Xn^w 

Grind*?. 5 Fdly Lane, Jjmagh, H Ireland p IAS 
Cd/PW; dtfv#J9ftirfe Fp™f af tVbrJtfa And 1 . AfpfHffc frein jiitfifrpfTJ****, AW 
Jtl« JUrdp 13B Bromlord Hud P Bodg* Hi11 r Birmingham B3E- tHH 
SkriuunJf. Nerosa of ICarn 
(00 24) 47 4133) 

kstum icJ&Vfait. toidtofMnfruglu, ThsHobbit, Marspore, Spmllhound c Sub-Sunk 
P*yJ Stag?* £S9 Barrow by Road, Grtnthajn, Linci, NG31 aNTc 

Colossal Advenrure r Adventure Quest, Dungeon Adventure, Lords of Time, 
E?HWJijy , r iT^7 ffiinirn ju Ecfe/i. Snowball. Worm in Paradise. Red Moon. Price of 
Ms^jJf. Sored of the Pings, Seal of blood. Sou!* ofB&ikon, Mordoas Ouest r Eobw of 
SttBtwBcd, Nev#r~EiidiJtg Story, Lord* c! Midnight, Funest&ne, Espionage Island, 
Xnca Curse, Ship of Doom, Pl*r\*t of Deadi, Mewage from And t^l* Jewels of 
ffajb-jrlon, IfeJWJ of X4m, Fbivstat Wvrkl 'r End, Wnrk>ni r ThzHahhit 

P»t*T Btowm, ST Kep4T» JtT*nne p Chlxi^loTd. Lnndcn, 

Forest at the World's End. Message, ff&ni AudfoitibdA, Hoh&if 
Tbomnf MoM«r«Sli*, J McDonald Straet, Dun d*# , DD3 TUT* 

o>ei/tound, /ftWtfr o/ AbbylOA, SubiSUl^ Stehue K?cs/I.^ Heavy on L^e Ms^lr, 
Swords andSorceryHedd ]oil«s n SI RIveiidBlc, Llandaf If diUl, CaidLfC, & WiJ*l 

Pr^mtens, ffobbit, frewr-EzidiiyiT Story 

Emm Coafhun, ShelLoA Cotlao^, Itueley^ KiuureaboroiAg^ N York* 

For#M! 1 r the WQTld > £ri d*. Jewels o/ Babyiort MosMApa /ram ArfaYomedd. Heroes of 
JCifTt. 0ored oftAe jffjngB, SrrowbflJ'J, Gamt&fStrjtdiu 

bin Purlin, t Gl***ford Read, Stfalhavcn, Lanark intra, 5oeUaad H ML ID dl.L 

H#ro#* e/ Jfam, f3mprt of torn. Crystal* Cjjuj, Jeiveiv o/ Ba^u^ 5utsujt*r, 

itf^v^fln^ig 5for y P Muxdshadow. Urbar. Upstart. Robin of Sherwood, Hxmprt&vd, 
Wijxa q] of Akyrs, Hahbit, Tinze Afs^Air?, Circus, ^l^now of Death Part ff r Emer Aid 
fsie L®rds of Tun** Gremlins, Sorcerer of Ciaymorgue GamtfOi Rtd Moon. Ten Luftle 
IndliMM* PtmiWdild AndrOmoda, Zssxx. Fo**ihihty Expaunxenr. VaDryna s7 t 3or*d 
oftha Ring*, Pirat* Adwuti*. Very Big Cave Advmfun. Vilhtto, Gotdtfi Btton, 
Ping- of Fowwr. AdvittltUlwliftd. Colossal Advenfuie. Quwsl for the Hofy GmF, Tfo* 
Incimdi^Im Hulk* Pnc* of Magic. Retmur JO Ed&n . SnowbMtf, 77te Pilgrim, TClff Snow 
Queen, Espionage* island. Infa Purse, Fentilla, The Holm Lord of ihe Rings, Ship of 
Doom, ZorkS, Spidtrmtn. Warlord* F&rvst&ttto World's End, Planet of Deaih 
John H Bamsley p AdTenlnTeino, H2 DfeniTmle Read, Rising Brock, StatfoF-d 
Btaffi, tm 9£ft 

KU [alerceplor gamsi 

Frier Logli», JlT-Dicbaldfa, llrdvlT*, £y]* r Rost-lhir*, IV *0 SEH 

Warlord, Rtd Moon, H*ro*§ of Cam Lords of Tirr.o, Mew^e irom Andromeda 
Mijidstedaw. famtar Wortd'sEnot &ibtmk 

Simon Mlrlhll], SprlngOeld Way Stockton Lua h York, TO J OKN 

SesbmQPeJlSr Teirvrrnolwos 

The Moase i£4 Luo H*JpLire, S Pearhyn Atalu, Litheiland. Llvcrpwl H LZ1 

mm 

Mordom Quest, Jewels of Babylon. Heroes ofXulrh Souli of Darken, Mmag* from 
Andromeda. Forest. V World's End, Smugglers Cow, Ped Moon, Wsrlsrd, Emerald 

Mh Skirl* y Wall, 31 Cl.btlauds, Weitfield, Eadstock. B*t£a r Atob, BAJ 35? 

F orest at Wo rid 's End, /ewe/s of Babylon . Lord of iho Rwgs Put f 

JlBie* MoMehon^ 12 8tdah*ad BqWp^, Stpaekciftie^ LuLu-ka)Lire P ML9 IPG 
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Fallowing my request for same hps an some less -publicised 
games p 1 received a tidy little hitch of dues iron Pat Wmstaaley 
of Adveniure Contact. So here goes with another ^election of 
head -spinning tips for those in sticky situations. 




Micmman 

Stick lo pushing by ihe window 
Glinib out ol the deep freeze 
Check the Amstrad manual for colour coding 

Lesley wants sometrurig pretty 
Don't drop the vase - take it to a museum 

Castle of Skull Lord 
Chop tree (or something Truncal 
Wake the bear, but be ready to feed it 
Dig snow to find another way through 
Clobbnr the dog with a bone 
The man needs some firsMid a bandage 

island of Riddles 

Vault nv« io gel across us*? a branch 
Hit the stone to light the lamp 



AlStrad 

Examine the tree, open the safe 
The river u aJcohohc ... And so is tinml 



Castle Blackstar (thanks to Michael Todd) 

Going 'trolling on the fissure? Try throwing a coin just to be 

$UTC 

Lost in darkness? Look down the well 
Td get past the invisible man a throw some Qols r 



Return fo Ed&n (thanki to Paul Sta^g) 
Parrot thieving objects? NEWS from the mmzo! 
Animals attacking you? Drop the radsuit ... 
Keep your eyes open in the Theme Park 



COMP 





Electric Dreams Software. 
31 Carlton Crescent, 
Southampton. Hampshire S01 2EW 
M (0703) 229094 



1^ 
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Bob Wade checks out your lips r pokes and gome- 
busting pJoys, The best ones coy Id win a entire issue's 
A A Raves! So why not send YOUR latest gem to: Cheat 
Mode,. Am strati A ction, Somerton, Somerset, TA11 

SAN. 



AlUn TrottTLtn torn ChltfJ 
don hu everything went 
to know about fMs bewitching 
jkth. With his tip* ud our 
map from suae 12 yew ekould 
be iJjta to c*aek th e game, 

The best place to start is in 
the throne room Tilts is 
because it is in the middle of the 
ca&Ue and gives easy access to 
three of the collectable items* 
which you should get irt thia 

Shield - Go into the roof above 
the shield and drop through »ft« 
hole onto it, boundng straight 
back into the room ao that the 
gargoyle down 4 !- tip you off uuc 
thin an, Be caretel not to land on 
the gargoyle's head when you 
come through oi you're in big 
trouble 

Crow* - Bounce onso the sec- 
ioktd step then bounce again and 
you mil get the crown Go left 
two screens and bounce at full 
onto the gargoyle and back 
again, Then bounce back onto 
Che gargoyle and hold the joy- 




stick lei! until the bounce has 
calmed down, then bourtc* 
right. 

Goblet - Bounce into the roof 
and go down and down again.. 
Bounce left, dropping from a 
window and then bounce right 
Go through the skeleton and 
bounce high find right until yon 




can get the gobleL Bounce back 
immediately and retrace back- 
wards oS the ledge to the left. 
Axe - Keep going left end pick 
Up the we. IC&ep going left un cU 
yon drop and truer* jump cut of 
th* window onto the roof. 
Sqtuon - Bounce left and out of 
the tar left roof hole (avoiding 
gargoyle p a head), collecting th* 
m*gic and tailing to pick up the 

*d**0fffi 

Now the hard hit. Go 
through the caslle, to the roof 
above where the shield was And 
go right. Go up the platform* to 
the top of the roof, Co right to 
where- the apider is and with 
on* big jump gel onto the plat/ 
farm abo?e him, and out of the 
top right Up the neat *cte«fi to 
onto i the witch's bedroom. 

The witch's magic won't 
move, allowing you to get a lock 
of her hair, but it still kills if 
touched. Now just gel to the tap 
Of the building to get the spe- 
llbook and then down to the 
canldion. 




Hhy* Jttwm from Peter- 
borough hu some thorough 
Hps to help yon gel through 
the PSS game, including a 
poke for creating a nupcrr 
character. There's also a jn_ap 
ton Tobias Mills of &comb 
lhowiag ail four of the game 
zone** 



chest 



Cloor 

gateway to 
another zone 

Mapped by 
Tobias Mills 



L Before trying to name your 
character pr^ss Cipsiock. as 
only capital tetters axe allowed, 
2. The masters possess the fol- 
lowing skills and result* when 
you study with them. 



Of 




Turbo Esprit 

Some quickie tips from Wayne 
Ha r rig an of Bexleyheath on 
drug-ring busting. 

1. Avoid chasing the red cars 
(armoured cars, near the end of 
the game* became they lead 
you on a little mystery tour 
through ail the back streets and 
barge you imo signs, people 
and lampposts. 

2. Never shoot anything. You 
get many more points for ramm- 
ing into the back of A car tip to 
2,000 sometimes, 

3. Never choose different towns 
when you start playing. After 
using the same town a few times 
you become used to it and 
evenfually know it by heart 

4. Always go fast, only showing 
for turnoffs. 



A great tip for all owners of the 
Firebird game on disk- It comes 
from J McCuiness of Stocksfield 
and does some very weird 
things. Here's what you do; 
1 P Start game and go to the 
load/save game screen. 

2, S^Luci the option J load new 
commander 1 , 

3. Input commanders name as 
"Elite 1 " and pjess Enter 

4 The message 'disk loading 



error* will appear. 

Press '4' to exit the screen. 
6. Press Space to begin game 
and you are in Cor a big 
surprise. 

Apart from giving you all sorts 
Q[ things you don't normally 
have, this also seems to Intro- 
duce some interesting bugs into 
the game. So play around with is 
and see what happens. 
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Poke n 

Tlis is the section where w 
explain how to input the majo 
ily of CTiewf Mode pokes. Thej 
are two different methods - th, 
instructions for each poke te 
you which one to use. If yo 
have a 664 or 61 £8. you'll ha* 
to type | tap* before usin 
either. 

Method 1: Make sure th 
you've rewound the game tap 
to the beginning; Now type i 
the poke lasting. Then type RUl 
and press the 'Enter 1 key. (Doe 
use the key marked 'CTRL' t 
'CONTROL 1 , that will Stop tr 
poke from working.) Press tr 
PLAT key on the cassette dec 
and hit any key on the ma 
keyboard - the space bar wt 
do nicely- The tape should no 
start to play through in tb 
normal way. 

Method & Pox this method 
you have to slap the first bit 
the game program. To do ih* 
start by rewinding the gar* 



CHEAT MODE 





Secret of death 
Wiy oi the sword 
Way of the tpear 
Way of the staff 
Secret of strength 
Way of thetWef 
Agility 

Seciel of etiqueHwp^fl 
Way of the fist 
Secret of taking blows 
Way of the magician 
Improve instincts 



□sb once only 
I to iddJl with weapon 
1 lo fkiU with weapon 

1 to akill with weapon 

2 to mangth 

1 To thieving skills 

3 to agility 
Use once only 

1 to akiil wHhom weapon 
1 to ability to laks blows 
I to magjc skills 
L -to thieving skills 

zone 3 



3, te <h* *ifinoury always buy 
the cheape#t things firal. You 
can buy anything an long as you 
have at least one dragon 0 tooth. 
In other woroft irvfcn if you only 
have one tooth left yoct c«jn stitS 
buy the armour 

Shield IS Gold 

Atmour 40 Wine 

30 Pie 
9 



Sword 



m 

3 

e 




thods 



5R0RD5 ANP SDRCEftf 
18 flflDE 2 

21 KEHOftY HIBErt-1 J 

39 FOR t=Hlffin+l TD H1WEB+I2 

41 READ a 

58 POKE k f i 

71 PRINT Mnsert tape to 1 04 
d saved qaie then press any 
key. 1 

Sf WHILE 1 HJfE V+= * " i H£ND 
91 CALL fflBEn+l 
LIB FMNTsflUffT 'CurrEnt naa 
p i* 

HI FOR t=m?l TO 39835 
121 PRINT CHRt(fEEKU) Ml 6 

7F> ; 

138 IF PEEMtUttl THEM t=3? 
141 NEIT 



1» PRINT 
161 PRINT 

171 INPUT "Tnfkut the ne* nai 
I *ia$ 

IBB IF LEN(at))16 0* LEN(af) 

{ I THEN 211 

191 4f=tfPEIlt<at> 

ZH Jt^Efnta^LENUfJ-U+C 

HR»(*88+A5C<Rl6Hl*(af.im 

211 FOR t'l TD LEN(at) 

221 POKE 398l9H 1 ASC!HtP*(il 

.t»in 
238 mil 

211 PRINT 
2» POKE 39785, 288 
248 POKE 3978a, 288 - 
278 POKE 39797,211 
288 POKE 39918,218 
291 POKE 39784,288 



4 To see If an item is magical, 
hold it and then iw ths crown of 
magic detection. 

5, There aire lota of differem 
potions but if you «vei got 
poisoned use the peppermint 
potion aa a cure. 

6, There at* two way* to dooi 
with pits: you out go around 
them or jump them. As agiiity 
<3-:H«a up you can jump mrtlHH^I 
When in the 2QQs you can leap 
whole corridors. 

7. As thieving skill goes tip you 
can disarm and pick locks more 
easily. Smashing cheats de- 
creases your thieving skills iJtot 
increases your strength . 

8. The magjc numbers have the 
following meanings, reading 
top to bottom, the left ■• column 
first: don't know, fighting skill 
with weapon, thieving skill, 
magic skill, unarmed-combat 
akin, strength, don't know, dOiift 
know, ability to take blows, 
agility. 

To cue the poke you first 
need to save your character 
from the game then type in the 
poke ami run it This will 
prompt you to load the saved 
character. You can then change 
his name if required (just hit 
Enter if you don't want to 
change). You'll then be 
prompted to save the character 
back onto tape. This new chair*;:: 
acter am then be used as any 
other saved game to4oad back 
into Sword* a/idSwwery 



308 POKE 39791,288 

318 POKE 39798,288 

328 POKE 39367,218 

338 POKE 39814,288 

348 POKE 39796,298 

358 PRINT "Nee values have be 

en poked.* 

368 PRINT 

378 POKE HIAENM!,15B 
388 PRINT" Insert tape to siv 
e new character on, then pre 
5* any key.* 

391 aHJLE INKE¥t="iNEND 
488 CALL HltfK+1 

418 END 

421 DATA 33,171,138,17,188,1 
8,62,22,215,161,186,28! 



i 




>e to the beginning. Now typ* 
the listing. Then type CAT, 
i press the Enter 1 koy. Slait 
I tape by pressing PLAY and 
:jicj a key, and then watch (he 
oon. 

Alter a little while you 11 get 
message "Found 
3METHIHG block l 11 . It doesn' t 
iEtftr what the SOMETHING ac 
illy is this will vary from one 
jme ro another. If the inslruc- 
uns with the poke just tell you 
skip the first block you should 
op the tape here, If the insti no- 
uns tell you to skip several 
jigs, stop the tape when the 
ound 1 message comes up for 
j& Last thing you're trying to 

Once you've stopped the 
pe press the ESC key, type 
BN, and press the 'Enter' key. 
W press PLAY on the tape 
-ck, and hit a key on the key- 
:aid to start the tape running, 
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Based on Judo, UCHI-MATA, is probably 
the most adva need and challenging 
martial arts simulation to date. 

Ait the skills n sp///s - without the bruises!!? 



Commodctfe 64- Cassette f-9 95 
Disc £13 9^ 

Soecmim «*1 $B Cassette fc©-95 



Amifrdd 4M 664 61 IE 
Cassette £9.95 Gtsc £1 3 95 
mSX Cassette £995 




moflcch 



TeciwucsJ consultant, Bnan Jacks, 
compietog a successful LJCHI- 
MA£<\ one oY Eire many Dftfttng 
thrown iriLUF|Kjrdled in the garr>e 

v^rtcch * the '"C'^stcrc'd trj-dt mark of toTtoare Ccxnmunpcatiom United, 

Martech House, Bay Ten^r^r Pevenspy H^Vr East Sussex 6E£ 

TRADE ENQUIRIES WELCOME, PHQUE (0323 J 7A«4S6 TELEX; 878373 Martec Q 



Bnan Jacks wwed his tstock belt, 
isA ban, when only 1 5 r He is raw 
a 7th Dan, an elite world group 
Haviig won the British 
Chditipkmship eleven times, the 
Open Ch^mpiprtshp five lime?;, the 
European Championship four 
tines and an Dt/mptc Medal, he is 
one of the most tatowtedgeaote 
arid fore most exponents of Judo 
in the world- 



CHEAT MODE 



There was a good response to 
the challenge to produce Joy- 
stick control on the Master - 
tironic dual-player game. The 
befit of the bunch were by Phil 
Howard of Mapper ley and 
Timothy Lo»us of $wdet- 
siead. Phil's allow* yon direc- 
tional joystick control In a 
one-play « i game and acti- 
vates Che armour thai didn't 
work in the original game. 
Timothy's allow* single- or 
dual-joystick control, 
although the second Joystick 
may not work exactly as 
planned with all dual- Joy stick 
connectors. If the second 
player would prefer the 
original keys or you don't 
have a second joystick then 
fust delete lines 110-140 before 
using the poke. Both pokes 
are entered using Method L* 
Phil's is printed first. 



STlsRIT C*iE 



H 5A7A 36 f 3«,»l,24,bl r fS,cb 
,67,c4 f eMfl 

,l*,rt t 5?,26 

cfl MTfl Bb,ch,43,21,e^,ci>,?e 
,20,il,c?,3c 

71 HTA 3c,3e,eb,13,32,4i,$7 
,3c,J2 r 5#,ll 

SI ttkU c9,ft,N, II, 71,8!, cd 
,77,50,21,71 

91 BAT* 81, cd, 33, be, td,7*,bc 
,21,51,80,22 

118 DATA de ,8c, 2!, be, 88, 22, a 
b, It, r3, 71,81 

118 DATA cd,14 t 2B,cd,15,22,c 

i»el,lc s c9 

128 y=3!«£HDSV UIH 
13 E ATA ie,3a,a5,57,f» T 85,28 :Z$ fW »=t5l TO *C7:ft£AD at 



,14,^,13.10 



140 aaVAL('|'+t»)sP9KE *,a 



28 c?,;..H,n,b7,c4,5t 15B T=y+a:fiE<' 



168 If yOHCSJ ThEH PRINT " 

lata error?*: EM 

178 LOAS'des'.BKl 

138 LflftB* ! * , &?&74 s LOftB- " ( 

5IS 

191 CALL L9P 

iTQftfi TNG 

II 8 ATA :i,3r,tS,H,4M8,3e 

f ** 

28 PAT A cti,al ] ti£,2a,«f,aa,eil 

,5b 

31 BflTft 9f,b3 l 3f T Ii 1 cd«al,bc 

41 DATA &f,aa,gi,0MM?,22 
,if 

50 DATA aa, 3a, W,o&,f e t ff,20 
,08 

68 DATA 21, f?, If, 3*, 2f, 77,81 
,14 

71 jhV; QB, 89, 3?, 4c, 77 ,11, It 
,08 

88 DATA 07,35,48,77,81,04,00 



.0? 

98 DATA 5Mi, 77,81, 14, 11,89 

180 HA7A 4b, 77, 01 ,84,88,19, 3 

e, 15,77 

111 MTA 21,57, (1,3*, 34,77,0 
1 

121 DATA 84,80, 09, 3t, 38,77,1 
l,W 

138 DATA 88,09,36,31', 77,31,0 
4,60 

148 DATA 89, 3*, 33, 77 
158 DATA C3, 78, 11, end 

t4i nendry iim 

178 FOR iUUm TO SfAASE:nE 
AD ot:IF bf«'end* THEN 191 
138 POkE aX,VfiLr?i fc +btJ:MEIT 
1« POKE IAA6f,fc7ll>1JKE &AA7 
8,1 

288 LOAD "dPS'.S^Ci 
218 LOAD *f',l!7fi74 
228 tflAl "",15506 
238 CALL MA18 



■J 



XAU CETI © f • ' a A 

AlimmBt Gnhun from Eut Continue trfhslow to iusi faster main map gives information unit allows you to jump to n 

Craig i bis responded to- ou ChAft rnlnimuiftspeed and you'll about the defence levels of dif- city's outpost. All of these have 

challenge with a compr ehena- soon dock Ifs %tiport»nt to re- ferertt towns and their jump substations but not supply cen* 

ivm playing fold* to the CRL member that if ytal hit a build- pads to other towns. The idcntif- tres. and they're often heavily 

space game. The guide will mg with, takers or^ggfussile you ication chart shows what the guarded. The energy recharge 

be of most use to somebody won't be allowed t-^Mbpk with it buildings and ships look like on unit speeds up the recharging 

just starting out with the urtltsa you reload a MHjfcfWTie screen and gives information on of the shield Durium crystals 

game but even experienced or start again. ^^H^k their defences and weapons, can L-xpSode when launching, 

players may pick up a hint or Supply centres: 9 Btre TimarAnlts: These are destroying 01 damaging the 

two types, military an^^pfcn, found in libraries and provide ship- 
Starting up: The first thing AM towns have one of eA&Plnd useful equipment, You're told Reactors: You must dock 
to do Is define Lhe keys you once docked with you can ic- on docking whether there is one with all of these to see it they 
want. He member that the con- cam the Equip function 10 use present and can access at by contain control rods. These 
trols are not saved when you them. A menu with six options; typing time vault". Eight rectarv come in two halves which have 
save a game, so every time yon will appeal. The refuel, repair glos in a circle will appear with to be Titled logeihei on a screen 
load up you must redefine the and install-flares options can be another rectangle in the middle accessed by using the 'rod" 
keys, It's a good idea to .fly used at either centre, while the Put the cursor over the centre command. This section is very 
around for a bit getting used to missiles and anti-missile mis* one and press fire. A pattern similar to the pustzlb-soJvmg in 
the controls and to familiarize sites can be installed only at the will form in lhe outer rectan^ Impossible Mission and you 
yourself with the display panel, military centre, The repair 17- glet- Put the cursor over one should have no problem with 
The one thing to ignore here is stem will recharge the shields rectangle. rejneTnbertng where the controls, 
height. which is of no and repair any systems it is, and press hie. If you've In the main reactor you 
importance. damaged in combat chosen correctly a rectangle at have 10 take the whole rods you 
The first thing to do at Libraries: You'll find one of the top of the screen will light have formed and drop them into 
Raema, your starting point, is to these in every town, usually up; if not the pattern will disap the circles in the reactor core, 
find the library and reactor sub- near bolh Oie centre and a reac- pear and you'll have tojstarl all which will light up. This has to 
station, You start near the lown tor substation. They look like a over again. If you get the righi be done gtiickly because of the 
but the automatic direction im- civilian supply centre with a rectangle th£ pattern wOl reap- dangerous radiation and heat 
der will guide ym b*cfc to the diamond on top Once docked pear and you must hit the same levels. 

centre if you stray. The subsi- lhe command 'LI. 1 will take you one as before m relation to the C&mbat This is faMy 

a don mil contain one or mote to a menu screen. The data others. * straightforward bul there axe 

control rods and the library a banks allow you access to in- * There are six objects to be some general hps- Use missiles 

nme vault formation under many headings found in the vaults, each one 'when possible since your lasers 

Docking: This is very {experiment to see which ones}, Irving a purpose. A radiation o^prhftat easily. Change views 

srniplt and nowhere near as but much of it isn't very suit slows the rale at which the rather than turning lhe ship to 

hard as in Etta. There are six lelevam. the radiation affects you in the get at enemies who attack you 

kinds of building you can dock The city map allows you to main reactor- Reserve shields when not in sight. Destroy radar 

with: two types of reactor, two examine detailed maps of the come into operation when towers to stop them sending 

types of supply station, libraries city you are in, its outpotf and normal shield strength reaches more ships liter you. When 

and the Under. Head towards the neighbouring cities. These sero. Experimental missiles do- fighting at night don't use in- 

the building, gradually slowing show the positions of buildings stroy everything in a city except f tared while shooting a moving 

A blue rectangle should appear -ind enemies bul is nol updated jump pads and buildings you object but put up a flare n you 

and start to fill the viewscteeiL when they are destroyed. The can dock with. A single jump can target on it more easily, 
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CHEAT MODE 




Tips tor live helicopter simul- 
ation come from Clifford JoL- 
lifle of North licet. 

The secret code for the 
helicopter section is WEEN, At 
the start of the game you are 
flying forwards at 45 degrees 
Full down on the joystick SO you 
fly backw£idj at 43 degrees. 
Move the trick to the right till if 
gels to bearing 000 degrees. Fly 
iq the map numbered U. Look 
along the white line on the de- 
tailed map and you should see a 
red square. Land here and get 
the rnachin&gun. 

Take oti and go to any other 
red squares on ihe map, getting 
ail the equipment There are 
two people on this map; get 
Borne, Ply at bearing 180 until 
you get to map 10. Collect 
equipment from red squares. 
Fly at bearing 270 to the allied 
camp oti map 10. Land on the 
red rectangle and you 11 be told 
mo location of the convent, 

Pick up Mary and fly to any 
red squares on this sector, stoc- 
king up on fuel found around 



the camp. Now fly to the conv- 
ent. You'll probably be attacked 
by two planes. Shoot one down 
and you'll probably be left with 
one on your tall. Slow down and 
fly backwards and you should 
find It in your sights. On the 
same map as the convenl is 
Smithy; pick him up and drop 
Mary, Once at the convent you'll 
be (old the location of the sound 
weapon. 

Fuel - is shown as red dots 
and when picked up will go 
either straight into the fuel lank 
or into the equipment list. You 
need lo land to top up the tank 
with fuel you're carrying. 

Machinegun lo USO the 
gun you need ammo and Bertie. 

Repairs - you need Smithy 
aboard to repair damage. He 
can do this only on the ground 
at the main locations, 



Attention, cheats! 

These pages are all about cheai- 
'j-\g at games, but some of yon 
are taking things a little tar and 
copying pokes out of other 
magazines. We get enough 
high-quality pokes without hav- 
ing to resort to such tactics. So 
please don't send them in. 

The pokes printed arc 



copyright and cant be used 
without the permission ot the 
magazine that first printed them. 
The same goes for anything that 
appears here in Cheat Mode, so 
don i bother sending our pokes 
to anyone ebe because Uiey will 
be bound by the same 
constraints. 




V 



Tips for the mechanical 
dinosaurs coma from Owen. Hib- 
beit of Gosport 

1. Every red Zoid you destroy 
has spare power cells if you 
scan where it wa* before you 
destroyed It - not just 
Sliihercoids, 

3. City domes, mines and 
beacons ail leave power celle 
when destroyed. 
3* If having difficulty destroying 
domes, move your sights to the 
very edge of a dome and the 
mountains will be less difficult to 



get past 

4. Nearly all parts of Zoidzilla 
are found in domes near or nan 
to the power station. 

5. If a city network has only a 
couple of Zosds in it then the 
chances are there is no piece of 
Zoidzilla. All pieces are heavily 
guarded. generally with 
Spinehacks 

6. hi one network there are two 
Hell runners going around tog- 
ether. Try to avoid these 
because if you destroy one the 
other will become a Spineback, 




Le-re! 3> At the end of level 
three, use up your remaining 
missiles as you approach the 
bridge, because when the gy- 
rocopters start to appear a com- 
mandant will also appear and 
can be relieved of four missies. 
Fotir copters will appear, plus a 
few troops which make life 
more hazardous. 

To clear the copters you 
need to do a Lot of jumping over 
the grenades they throw. When 
you are at one end of the screen 
and * copter is descending at 
the other, let Qy a missile. Try 
not to use up the missiles when 
with the copters as only two or 
three commandants come on 
screen. 

Level 4: This ]&er stage is 
definitely the hardest of the lot- 
Lois of karate troops appear 
and also quite a few cannon* 
Climb the first ladder you come 
to at the hangars. If your timing 
is just right, jump, and you will 
land on the nest platform. Conl- 
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Those tips from Mark Pin- 
heir o of Tooting Bee take tap 
where the ones in liana 12 left 
offp tackling the end of level 3. 
They're followed by two- 
pokes entered using Method 
1. The first is from Richard 
Hodge* el Bamet 4 giving com- 
plete invulnerability; the sec- 
ond is from Phil Bowud ef 
Mapper-ley, giving infinite 
live* ud flamethrower*. 



Note; tape users on the 664 and 
6128 will need to change 03,b& 
lit line 40 to lfpM; in line 50 
ttSfbl ic *5,bX and also in line 
S0dS r bl tod4,bI. 



inue doing this until you reach 
the end of the hangars; it is 
impossible for the trocpa to con- 
tinue following you , 

When yon stab a command - 
an! you get grenades. Fling one 
o( these and everyone but you 
on the screen wiB die. When the 
screen stops scrolling at the end 
of the level and the siren goes 
four taws* inn to toe left side oi 

SREEN BESET QUE 

Iff DATA ^£9,32,^,21^3*37 

21 CATS 36,59 T 23,3& p fT f 21,4* 
,41,11,41,18 

48 DATA feftieS, 2^^,11,65,21 
( l7,bB,eS,2l 

51 DATA bb f i2 f e5 1 f l l 2l 1 « r b3 
66 DATA c? 

:e fiEioftv ma 

90 call ham 

m for K^tBHee tq mn 
121 read al 

138 PAKE itfflLlVtaM 
J 4B NOT 

is* call mm 



left. I 



the screen as far as you can 
and and lie down facing 1 
Stab continuously and you will 
kill the man with the flamethr- 
ower before he even enter* the 
screen, Doni stand up and you 
will see his flame pats over 
your head after you've killed 
hint. That should be the only 
person you have to ldlL 

A very bloodthirsty game. 

6SEEN mu W 

It UTA S*,b7,32 l eT P lJ t n l *7 
,25,t3,l§,41 

28 DSTA 21, 37, 22,3^*7, 21 f « 
,28,11,41,11 

38 3 ATA tl 9 fc 9 tl f bi,2t 9 4B | 
t B8,e5,2l,tl 

41 DATA bfc,*5,2hfc. 81,^5, 21 J 

58 5 ATA bb,l2 t e5,fl,2l f M,bl I 

T lli|fffeftif3 



68 DATA 

71 HEHQRV mU 

88 FOR *-Um TO 4BE37 

n READ af 

111 POKE i^ALi'l***** 
in NEXT 
128 LOAD" 
151 CALL 63A6A 

Hi IJti 1 !%t2*« 
158 CALL &IE1B 





From the* 

RICHARD DON N Eft 

Production 



Based on the Story 
by 

STEVEN SPEILBERC ATARI 



1 MJi 








Exciting Multiscreen Action and Adventure! 

US. Cold Limited, Unit 10, The Parkway industrial centre, Heneage Street, 
Birmingham B7 4LY. Telephone 021-359 3020. Telex: 337268 



t^M^i'-^r^gi'Kpreairaotrnari Ct Ciitasorr. iilf. 
Th« CoOAi « it a tr*J#t!3Tk o ' Warn* 1 \nC 
:. Vjf.5 W«rra?r aro-ilnc. Alt rights nEwrvpcf. 
- warmr -iajTi#-iare PuEUj snir-a crjra ana Reilte Mltc* Cc m 
All f Icrrts reserved Lfrsed by pennlEdcn ? D-itasoft mc 




CHE A T MODE 





We were flooded with pokes 
fot the Elite game. Unfortu- 
nately many of you didn't 
work them out yourselves but 
merely copied them from 
another source. Needless to 
say such scurrilous entries 
were immediately binned p 
leaving the real class to show 
through. The poke we're 
printing is a compilation of 
ploys received from Robert 
Brooks of Yeovil, Tim Coupe 
Of Derby and Tony Hoyle of St 
Annetix 

The poke is entered using 
Method 1* and lines 20-80 con- 
tain many different pokes, If you 
don's warii a particular one then 
just delete that line. Line 20 
gives infinite hvo_q. H rakes jwa 
to the next level if you die, 40 
slows the whole game down, SO 
gives invulnerability to every- 
thing but water, €0 changes 
level when you press Escape. 
70 makes zombies appear more 
quickly, SO apparently affecte 
the- music (hard to fceU if that one 
works). 

H you don't want to use the 
pokes then try out the following 
tips from Mamood Sultan of 



Waradon. 

Irevel 1: Keep moving right 
and jumping over the grave- 
slones, making sure you fire at 
the zombies which appear - 
Jump up and shoot the tdUer 
bird and climb the first ladder 
without scrolling the screen, 
shooting the plant as soon as 
you get to the top. Kill the next 
bird and plant and jump off the 
end of the hill firing $0 aa to hit 
the oncoming bird. 

Having crossed the water 
on the raft dodge the Dying 
knights by ruiuting under them. 
Shoot the flying demon as 
quickly as possible; four hits 
will kill him. The ghosts are 
fairly easy but vwch out for 
iheir spears and the killer plan! 
that appears, The ogre at the 
end of the level has to be hi! 
seven times, so stand well back 
and keep firing as he leaps up 
and down. 

Level 2: Jump as high as 
possible straightaway and fire; 
this will destroy the plant. But 
watch out for the rock it will 
have thrown. Get to where the 
plant wasp dodging gremlins all 
the while, and iump across and 



up where you can gel the neat 
plant. Keep moving right and 
shoot the last plant, then jump 
off the furthest platform to enter 
the town, 

Gremlins and crows are 
everywhere so you need to be 
extra careful. When you get to 
the big house with five floors, 
shoot the goblins an the Uisi 
fear levels (each one eight 
times, watching for the flying 
hammers when they die), Move 
to the right of the fourth floor 
dmd go down. Once out of the 
house, prepare for flocks of 
birds, 

On the lite iump off one 
only when the ne^s one 3s belcw 

you- When you reach land 
again, keep your distance from 
the two ogres and fire as rapid- 
ly as possible to loll them both, 

Level 3-t This level involves 
speed and a fast trigger finger. 
First you must shoot the bats 
and then climb the hill, shooting 
the rock monsters eight times to 
destroy them, avoiding the 
rocks they spit. Once you reach 
the stone parr of the cave the 
monsters go wild: four demons, 
rock monsters, bats and flying 
ghosts. Keep going. Climb the 
first ladders you come to and 
shoot everything you can. 

Eventually you come to tile 
edge of Hie top platform and 



must jump off, falling several 
screens. Move rsghl to the guar- 
dian - a flying serpent, He has to 
be shot IS tames in the segments 
ol his body and four times in the 
head to kill him, After that ifs 
back to where you started, 



How to win an 
ENTIRE ISSUE'S Rave 
software! 



U you WAnr io win an entire 
issue's rave software, mcluduig 
iho Masiergamo, then a]] you 
have to do is product an rt«eH- 
cn: map, poke m playing tips. 
Wr-'ve set you a number of chal- 
lenges but if you can produce 
something oven bcttoi then foci 
free you'll have jusi as much 
chance of winning a pnzc 

The besi solution will win a 
ropy erf i VN'iy Rfive and the 
MaslCT^drm- from the: issue m 
which (he solution is pnntcd 
Thr msntbcf of games will vary 
of courses, bul in pasi issues 
there havo be*n sex Raves ot 
mm* that's ovsr £50 of soil 
ware and somt? momna ii may 
lop i 300 The prises will usually 
he on rassc ie& h unless you re 
quesT disk software ih#* 
oquivaL^nt valuo. We also gtvu 
out Uvt\ c unncrs up prizes every 
month of ono of the 
Rev es/Masioi game tn that i±tsue. 



eery Hope you enjoy the soft- 
ware, Rhys. 

The runners-up aie: Da^ld 
German for his comprehenave 
Speed King hack, Ah M air 
Graham for hb Tim Ceti tip*, 
Phil Howard tor his Green 
Scrci and Sforirt pokes, Tim- 
othy Lomas for him Storm poke 
and Allan Tntmaa for his 
Gaufdr&n //playing tips. 

If you aspire to the heights 
of these worthy winners then 
gel cracking on this month a 
challenges; 

1. A map of JVeacor, 

2. Jt poke to make characters 
more friendly in BQamdii-k^ 
Revenge, 

3. A bomb -disposal poke for 
spur JPersonaJiriej- 

4. A playing guide or lipa fo* 
Fourth Protocol 

5. A poke to make object! 
visible in Qabba}$h. 



Deciding the prize winners was 
very tough this month. But jus I 
sneaking ahead of the pack was 
Rhys Jones for his playing tips 
and poke for Swords and Sot- 



Peter Williams from Cambridge 
writes with help for frustrated 
owners of the disk version of the 
game. He's altered the poke for 
the tape game to work with die 
dssk version K and here it is. Just 
type in the listing, save it onio 
the game disk and run it to load 
the game with 255 lives. 



BEACH- HEAD 



Richard Hodge* fcom Battwt hu 
a poke fox the ageing US Cold 
game thai give* infinite stupt on 
the air and «M stag*! of the 
game. It means thai aa long aa 
you don't take the secret pee- 
eage you'll always have a full 
complement of tank*. It'* en- 
tered using Method 1 . Note: 664 
and £128 tape uaera thoeJd 
change m line 40 to lUbl; 
in line 9Q. e*,bl to e$J»3, and in 
ijne60d§ f »I to d4,e7 



]» EATA 5e,c9,32,b2,99,c3,80 

21 DATA 3i, 19,25, 3o,b7,2Mi 
,28, 1 MM* 

30 DATA II,M,I2,«I,IVM0 



KM 

,2t for i-^m ?s muikm 

38 POKE fr5C33,iC3:?0K£ *5C34 

^ call ma 

lli KTA 285,122,188,1 75, 53,1 
5,78,i,£i33,59,7, 159,35,16,2 
|52,195,54,92 



,38,e5,2l, M 

40 DATA fcb,e5,2l, 44,82, e5,2l 
, 17,08, *5,2i 

58 DATA bb t B2,e5,fi,21.ea,bl 

,5J,d9,bi f f3 

.£ EATA cy 

;.l LOflD" 
II CALL &3AaA 
m LW 

Hi FOR *=tf£f8 TS &IE37 
120 READ at 
m POKE * t VM'V*&l 
H8 NEXT 

ise *m 6 
m call am 
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AVAILABLE NOW FROM VIRGIN GAMES ON SPECTRUM 48/128, 
COMMODORE 64/128 AND AMSTRAD CPC RANGE OF COMPUTERS 
£9.95 ON CASSETTE AND £14.95 AMSTRAD DISC 



PLEASE SEND ME DAN DARE - PILOT OF THE FUTURE IMMEDIATELY! 
SPECTRUM 48 138 CASSETTE £9.95 □ COMMODORE 64/128 CASSETTE £9.95 □ 
AMSTRAD CPC CASSETTE £9.95 □ AMSTRAD CPC DISC £14.95 □ 

Name „ 

Address . 



Please make cheques or postal orders to Virgin Games Ltd, Please do nol post cash. 
VIRGIN OAMES LTD, 2/4 VERNON YARD. PORTOBELLO ROAD, LONDON W11 2DX 



A Right Royal Joystick 



MICROSWITCH JOYSTICK 



^METAL SHAFT 
0AUTO FIRE 

^12 MONTH WARRANTY 




• Deluxe, robust construction, •Comfort:] Die rugged 
hand -grip, 6 directional control with automatic centering. 

• Heavy duty base with strong stabilizing suction cups. 

• Highly sensitive light touch MICRO SWITCH fire buttons, 

• Economically designed control handle with indestructabte 
METAL SHAFT. • Built in AUTO FIRE function. 
Math I Joystick compatible with:* Sinclair ZX Spectrum t&k 48K.i?eK 
« Am s trad computers * Commodore 64 & VIC 20 Computer 
4 Commodore CI 6 & PKjs 4 Computers {adaptor said separately) 

• MSX Computers * Atari 2600 & Alari 5200 Video Game Systems 

• Atari Home Computers 

P*i**£ IHclutft tfAT.tioalagtS^SC^i^e Biliary aoirn^lNy 14 t}* f\ EiparF ar4*n it na*Kl r# £0 11 . Qaslur *nq jimeS wfrlcamfl 
CHi#tlh p^Oa^Ct 9 i'-fl i|4DI* from Ur an - ties af EM Xons \M 1 SM I 1 " H ♦ High S1 . $t0'* * 

nnd ill grjuJ CQ1«pul#r S-hopi 




A/br/ceting 




CHEETAH MA*<EriNG LTD. 
I WILLQWBROOK SOENCE PAftK 
CRlCKHOWELL ROAD. SI K^UONS.tARDIFF 
TEL: CARDIFF :022?) 777337 TEL£*^?Zi55 
FAX 0322 779A0A 



our AMDRUM ! 




* B DIGITALLY RECORDED HEAL DRUM SOUNDS 

* SIMPLE TO USE - UP AND RUNNING IN ONLY MINUTES 

■ A TRUE DIGITAL DRUM MACHINE 

■ REAL TIME' OP ON SCREEN PROGRAMMING 

* COMPLETE WFTH SOFTWARE 

* EXTRA SOUNDS CAN BE LOADED FROM TAPE 

* COMPREHENSIVE MANUAL 
THE MOST EXCITING PERIPHERAL EVER DEVELOPED 
DYNAMIC FILING SYSTEM - STORE OVER 1000 
PROGRAMMED 
HHYTHMS 
TAPE SYNC 
FACILITY 
SONGS CAN 
BE SAVED 
ON TAPE 

POLYPHONIC 

* C&EATWE, 
EDUCATIONAL 
AND FUN 

* JUST PLUGS 
IN TO MOST 
HI F! S 




Available from ±W '^zmzmm High Si. Stores anc^M good 
computer shop* ordireet from Cheeiah. Marketing 



Marketing 




«lh All? rr* i a i . 




This is the main 
listing, tf you typo it in 
and run it by itself it wis! 
Si-T.cly rr -v. out a gian! 
poster of the program — 
listing, since that fe 
what's on screen 



Adding this line- 
creates- one wcfy 
simpte screen display 
for turning into a 
poster, Yog could 
replace it with any 
other graphics routine, 
for example one which 
loads in a screen 
display from a 
graphics package or (if 
you're dever) the ills 
screen of a game. 




POSTER MAKER 

Ingenious program, this, from PETER DOEL. It produces a giant 
printout of whatever you've got on toe screen, using eight 
sheets of norma 5 continuous stationery. The printer uses the 
computer's normal character set p so that when you look at the 
printout close up you, c$x\ barely make out what it is. But stick 
the pages together, walk away 20 feet, then turn round and look 
and. WOW! 

You can change the 'contrast" in your giant picture by 
altering the characters separated by commas in line 240- each 
of these characters corresponds to one of the IS possible screen 
colours. 

The program starts a! line 100. and ii you just run it as it is, it 
will simply produce a magnified printout of the text that's on the 
screen. A better idea is to add some more program lines below 
line LOO to create something interesting on screen, even if it's 
just loading in a loading screen from a game. 

IQQ UIDTH 255 

1165 PRINT tt8, CMR*r27M p A ■ ; CHR* ' 7 > ! 
120 DIM »*U5* 

1Z0 FOR q"0 TO 15: READ **<ql:NEXT 
140 FOR 1=0 TO 480 STEP 
150 FOR y*399 TO 0 STEP -2 
160 a*=* p 

170 FOR x*fl TO i5Q STEP 2 
180 9 *=a*+e*(TESTn4x t >n 
190 WEXf * 
200 PfilNT 
210 NEXT v 

220 PRINT #8 f CHR*fl2M 
230 tjfeKT 1 

2-10 DATA 0/ "^.O^^SHp^MpH,^,^'''^ 



4 



10 MODE 0IFOR i*2 TO 13: PEN i: PRINT" 
HAD ACT I ON " : PR I NT p p : WE 



AMST 



o 



o 
o 
o 
o 
o 

o 



o 



o 



o 



rtissiiiiipjiiiiiiii^., 

iiiii 21******+**+ 



* 
* 



il II U Li 



II I! II II W 




Q> 



* 
* 

A* 

#** 
*** 
*** *1 

***** 
***** 
***** 
***** 
****** 

****** 
****** 
****** 
******* 
;******fl 
,******* 

******* 
******* 

******** 

.+ ****** = 

******** 
******** 

******* 
******* 

***** * 
**** 




IS 

20 
30 
40 
50 
£0 
70 
30 
90 

im 

110 

12G 
130 
140 

160 

1~>& 

210 
220 
230 
240 

pse 

260 
270 
280 
N 

290 

VER 
300 
310 
320 
330 
340 
350 
160 
370 
3G0 
Z90 
400 
410 
420 
430 
440 
450 



MOPE <*: GOSU0 280: LOCATE ttj?. 1*1: PRINT fc * 



SIMON 



CLEAR INPUT: LOCATE R9, 1 , 25: INPUT "FAST 'SLOW (F/S) 
IF S*="F" THEN 3*250 ELSE IF S*-*S* THEN 5=500 £LSE 

CL-3 

CLEAR INPUT: DIM 
r game 

GO SUB 260 

LOCATE #0, 7,6: PRINT *L»v*l";GL-2 

LOCATE #0, 2 f 24; PRINT ■ <Sp*c#> to start.": IF INKEY*=- 
GOSUB 310* 'record mnv»^ 
OOSUB 120: GOTO 170 
*d lap Isy mov»s 
FOR g-1 TO 

INK ii» ( g J * 1 * 0: SOUND l # *f9i*I00 
GQSUB 430; 60S UB ZS£ 
NEKT ^: RETURN 



SAYS 



P0 



THEN 90 



SIMON 



* p 1 ayer input 
FOP gwl TO gl 
a~ VAL ( I NKE Y* * 
IF &<1 OR a>4 



THEN 190 
IF aOmfgi THEN 350 
I NK pi C g I 1 1 p 0 ■ SOUND 1 ,m(cr)*100 
OGSUE 430: GO SUB 2&& 

NEXT ^LOCATE #0, 7, &; FRTNT*CORRECT 
ERASE m.:gl=gI+l:GOTO 50 
^raw screen 

MODE 0: GOSUB 2Bff: LOCATE #0,1,1: PRINT 
FORBEft 01 INK 0,0: INK J ,26: INK 2j6:lNK 



You probably remember the game in which you have to 
remember a sequence oi coloured lights and sot jids and repeat 
it. Hits is that game. Simple, but challenging and surprisingly 
addictive. 

This program mimics the game very nicely indeed, giving 
you a choice of two playing speeds. 

So. with your Amatrad you can copy a game liiat took the 
Ch risemas market by storm ten years ago at a cost of £20! 
Our thanks to T MAGEE of Mallow, Bucks. 



* SIMON SAYS #*SGOTO 290 
3 f 24:iNK 4,18: ink 5*2: HOVE 0 t 0 t l, 



RETUR 



FPF? d = l TO 4IM0VE d#100,25£i: DRAWR 75,0:i*AWR 0 9 -75* DRAWR -75,0|DRA«R 0,73:1*10 
10, -10:FZLL d+1 

MGUE d* 1 00-20, 1?0: TAG: PRINT 4 M TAGOFF; MEX . d 
1 recpr-d mav^E 
FOP r=l TO gl 
mtr) «=INT<RND*4» + J 
NEXT r : RETURN 

* DDpB 

LOCATE #0* 7, 6: PRINT 'Oops! *:S0UWD 1,1000 
FOR N-l TO 1500: NEXT N : LOCATE 6,^* PRINT ! 

GOSUB 120 

LOCATE fl0 s 2, Sf FEINT" Anoth&r 
IF INKEY<43i<>-l THEN ERASE 
IF lNKEY(46K>-i THEN END 
OOTO 3^0 
'pause 

FOR t=l TO 5, NEXT t 
RETURN 



gcMY/NJ ?' 
Mr GOTO IB 




o o 






The bo st is yet to come... 

THE ULTIflUTE CHALLENGE UHliUH 

Released on Number Sth toe ihe BBC Mtera 
Acorn EL&cnwv Commodore M/123 and 
Amsfroa 464,664 612a compute* 

Beplon 3 includes - 

• A terwn Designer - devise vour own puzim tot tepton 
VAC haroc ler Designer — a iter any or a 1 1 of i he gam t- 

• Many New Features - poisanou& fungi, time bonnes, time 
capsule golden crown*. 

• 24 fascinating Screen* — a pure oompeflllon is being he^d 
tot players who complete all the screens 

Avoid the rush - advance ofdere being taken nowl 

foXmRt AO)R\SftFT 



i^g#mHou*4 Stn>neriorii, Lpik?5LS71A5< flWdw 




MAfTIM Off IHt GAME 



&f7 DEXTER..,. 



J.fll 





755 








7,1* 


toHO&A*ElWlK* 11 


.7.1* 


CVtoiAmO 


7JM 


BATMAN. 


M* 


Vie AFKdNa fu 


J.1S 


TAJCS7V 


^. 


fM— 


-» 


RAWJO_ 


7.1S 


wiwrrfl .tuCl_ 


TO* 


KGHWAY CMC OU«TER M* 




. .7.11 




Mi 


AJtN HlQHWAT 


7,1* 


FAfflUGNT 


7« 



AMSTRAD 



RCCW id *_21 

HICK FAL OffS OPEN _ . .,,7.11 

HUhC FU MASTS ft™ 7,15 

SA1CGMAAT «**£fl 

CCtft 7,1S 



_JB3 
,7 19 



flOCK rfWHESTlE 

'V-.WfiirflKSL— 

tAUL&AOftl M„..„™ 

110-OLtt. 

fA^iFiC 



-.7.1* 

.7.1* 
_7tfl 



WAf CSTHSTiaM™ 

Q-JNF4CNT. 

SABOTEUR MI 

OrtOttl N GOWJUSL. _.MI 

*<**0*XY^_ r . _7i J 

zaoi_ « .fii 

tAMRUC POtitt Ml 

Ml 



.■ -,— m j 

GRAHAM CiOOCHCPICKfct. 7.?3 
J|fl(flNAT10**l KARATE .....€.» 

MSiroow^— , — , r.ti 

^JklHEADAOOU 7.1>I 

MEAW OH THE HftWlf ^■TlW 

31 .A%3iJAK_E-, — , I » 

1H DO UN . T iS* 



MOVIE 

BLASE RUNNER- , T.Tl 

IL&2K9U5TERS .7 IS 

OOLORLJN. 7.1* 

IMPOSSIBLE Mr^SOPl™— iTJl 

NE*U3 ..7JS 

» STAfl&TWKi 11 1M 

lAStkOM ELEVATOR T.W 

"1* . 7M 



SEND FOR LISTS OF NEW RELEASES AND DISK PRICES 

3 




/Glasgow" gssbr^ 




WHAT ! 




SURELY YOU'RE NOT STILL WAITING 
FOR THAT GAME TO LOAD ? 



ISNT IT ABOUT TIME YOU BOUGHT YOUR 
SOFTWARE FROM AMBYTE, THE ONLY COMPANY 
WHICH CAN SELL YOU GAMES SOFTWARE ON DISC 

AT CASSETTE PRIC ES 

q HERE'S HOW IT WORKS E 



From ihe llsi below you pick ih* games you wani, end we put them on disc - eesy isn't H? We cad them custom 
compile Lions. The advantages are clear; you benefit from Ihe I ceding speed disc games otter, so you get more out of 
your software, but you don't pay any more than if you were buying Ihe games on tape. Nol only that, many of the games 
we offer wouldn't be available on disc - where else could you buy a Master Ironic game lor £1j99, on disc, if H isn't from 

AMBYTE. 



ACTIYTSJON 



AC0G2 Uindshadow 

ACOC 3 Masl&r of Ihe Urajtt $,95* 

AO0O4 Rescue on Frarialus 

AC0O5 Hacfcef *»* 

ACOOS Barry McGui^an Boning &.©&* 



ALLEGATA 



ALD01 Wrw Dares Wins Z 



8,95 

1 -3 9 
1.99 
1.99 
1.99 
1.99 
1.99 
V99 
1.99 

1 99 
299 

2 99 
1 90 
l 90 
299 



MASTERTRONIC 



A.Q0 1 Finds nj Keepers 
ChilJer 

NotHerraqiiwus 
MAG04 Loearoaiion 

Sod of a R&bot 
MAGOG Formula One S-mJaior 
M A0O7 One Man- and H is D nod 
M AOOfl Caves ol Doom 
MA0O9 into Oblvian 
MAO 10 Spell Bound 
MA0 11 TrwLasTVS 
MA012 Kane 

MA014 Rve a &cfc Foolbal 



MIKRO-GEN 



MKCD1 Batik at the P-a/teis 9 95 

MK032 Three Weelts :n Paradise 9.95 

MKG33 Hen*eris"s Dunmy Rui $.05 

MKC34 Equanoa 90S 



US GOLD 



USM1 Beachhead 2 9 96* 

U I rr prasbie Mission 9 95* 

LiSoOa WFrtler Games 9.95 

US004 RelurnloOz 9.95' 

Bruce Lee 9.95 

USu06 Goonrcs 3 95" 

U5D07 Zones IJS 1 

USDOS Sunlit B/Q5" 

USD09 Darnbuslsrs 9.95 

USOlO KungFu 9.95 

US011 Bourn y Bob 9/95 

US&12 Dfeserl Fnsc S.95 



GREMLIN GRAJ>HICS 



CftO0 1 Thing on A Spring 8.95 

GH002 Way Of The Tiger 9-95 

atum supctf s^uth 8.9S- 

Bounder R 55 

GR005 Monty on ihe Rl*i B.9S* 

KU001 Siar Aver get 8 96 

KUDOS Galmria 5 96 

KU003 Rock Raid 6.35 

KU004 f ruiy Frarik 6 95 

KU005 Caverns of Mars 6,95 

KUC07 ArgoNavis 6.95 

KUC03 Renegade 6.95 

KUC09 Busier Block 6.95 



CRO01 Endurance 
CRfKZ Juggernaut 

Formula 1 
CRDC4 Blade Rurmer 



795 
7.95 
795 
a 95 



MARTECN 



MTO01 
M100Z 
MTOT3 
MTOXH 



ZonJs - The Bottle Begins 8.95 
Brian JSaohi Superstar 8,95 
GeiJi Capes Strong MAn 8.95 
Sam to* Sliip Pfcker 8 95 
WAR a 95" 



ELITE 


EL0O2 Conmancto 


S.95 


El 003 BomoJacfc 




EL004 Ghosts and Godlins 


e.95 


PALACE 


PAOOt Cauldron 


3.99 


PA002 CatrWran II 


8.93 


1 FIREBIRD 



F^O r fiasco fir 7 ts 

FI002 Rjriftstorra 7.95 

R0O4 Cosia Capers 7.9& 

FtfttS Chirre-a 7.95 

FI006 Thjrdertj r<is 3.95 

FI007 Wib* Partem 3.95 

BOOS Donl Pane 3.95 

FI009 Suhsunk 1,99 

FKHC Shorts Fyze 1.99 

FI01 1 The Comet Game 7,95 

FI012 Nt ;a Master 1 92 

FI013 Colac.se 1.99 

FI014 HeLchoppfiT 1.99 

FIO 15 Thrust 1.99 

FKJ16 SeabaseQeia 1 93 

FI0T7 TheW.ldBLncn "99 

FIG! 3 S:arFireb*r<sa 1 99 

FI019 Ha^vfly Headbanger 1 99 

FIC20 SoikeyHafote 1.99 



PS0C1 T heal re Eufope 9.95 

PSOC 2 ©ail^ for Midway 9 95 

PS0C3 "Bailie d Bnram 9.95 

PS004 Swrxds and Sre eery 9 95 



1 BRITANNIA SOFTWARE 


BRO0 1 Ptey Your Cards R igH 


7 >S 


CCOOS Amhem 

CC0O3 Desert Raas 


995 
9 95 


1 ELECTRIC DflEAMS 


E000 1 Winter Sports 
EDO/32 Spindly 


9 99* 


1 MIRROR SOFT 


MSO01 Dynamic Dan 
Bould€rdash 


69S 

9 S 5 



ORDERING fCPC 6T?a^5-i « 464 maofiw^ only) 
DOM T FORGET YOU MUST SPE N D AT L EAST £ .5 ON TWO GAM ES. 
P !e ase dsn 1 ! order any games ma rked with a star f ) unless you have 
1 e lephG^ad u s (on iha mbttr be to w j 10 make sure th ey are available 
The se me 5 we fe ava iEable ai Th q 1 ime cf ou r go: ng \o fxess bu [ 
should^ when you read ih s - bm don't tafr e a thanes- phor>e us, 
ot^Auss ycu' order migh* gel delayed 

YcMjca^i order as many names as you lake, use a separate piece ol paper if 
you prefer, bul don't lorgnl any of the de^latls a^k^d ior by She Sorm 

Phone 0277 229684 



Code Number 


Title 


Price 






































































































P ^| Total Order Valu* 







Name. 



Customer Code (if you have 
one please use it, il saves lime) 



Address. 



Post Code. 



Gtieques arid pO&taJ ordors should be ifitxfe p-iyablo lo AM BYT E A 1 1 
orders should be posted to AMBYTE, 2M North Service Rd n 
Brentwood, Essex, CM14 4SG 



CASSETTE SOFTWARE OW DP5C 



IMPORTANT 

VOU WAV ORDER AS MAN V GAMES AS YOU UKE SO LONG AS THE 
COMBINED VALUE OF TWO OF THEM EXCEEDSC15. YOU CANNOT, 
FOR EXAMPLE, ORDE^t SEVEN MASTEftTOONlC TITLES UNLESS YOU 
ALSO ORDER TWO NORMAL PRICED GAVES. 
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COMPETITION 




BLASTER 

Gtiettoblasters, Walkmans, 
watches and t-shirts are all tip for 
grabs in our massive Mast ertronic 
c o m pet i ti on 

Still wearing flared trousers? Don't know what colour shoelaces 
ate this year? Does breakdancing simply mean six months 
in a plaster cast? Have your ears never suffered from a rap 
attack? 

Then this competition is specially for you - win one 
of the fabulous prize* on otter and you'll have more 
itreet cred than a Radio One DJ in a Ferrari. 

Masiertroiue is the king of budget software. 
Not cor lent with practically giving away their 
games, the nice people there also want to gsve 
you a whole host of super prizes thai will put the 
sparkle back into your image 

AH you have 10 do is loosen up your fingers and 
brain and produce a worthy work of ar1> The competition 
I* split into two sections, under- 16s and over- 1 Gs. bul the 
prizes are the same for both, 

The two winners will gel an ear-blasting Sa:sho Ghetto Waa- 
ler complete with radio, cassette deck and detachable twin 
speakers your ears and the neighbourhood won't be the same 
again. 

Two second prizes of a Sony Walkman mil also bring music 
into your life, while the two third prizes of a digital watch will 
mean you're always on time for that special rendezvous. Five 
runners-up in each age group will also get a M aster tromc t-shiri 
and be the coolest-dressed player m the street. 

WHAT YOU HAVE TO DO 

The under- 16s can let their imagination run riot because we 
v/ant you to draw the weirdest creature, monster, alien or beast 
that you can think of. You can do it in pen, pamL or anything you 
like even An Studio. What we'll be looking far won't just be 
artistic skill, bul plenty of imagination and humour as wall. 

The over- 16s can exercise their razor -sharp wits by pro- 
ducing a cartoon a --out Maatenronic. You car. make il about ihe 
company, a particular game, the new* joystick, or anything else 
to do with budget games - and again we'll be looking for 
humour and imagination as well as good drawing. 

The winners will gei an additional bonus: Mascersroruc will 
frame the winners" entries and present them with a scroll to 
mark their achievement With generosity like 'hat what are you 
wailing fot? Get drawing! 

CLOSING DATE 

Entries should be here by Monday 17th November. Use A4-size 
paper or smaller. Post to: Master Blaster competition, 
Am s trad Action, The Old Barn, Somerton, Somerset, TA11 
UE 




40 



a mr AMSTRAD ACTION NOVEMBER 1986 89 




T GlT 



IV/. 






YOU LJldPefctSH 



BUT HOW VO ( StfU6 




IUY YOUR 

SOFTWARE 

FROM YOUR 

ARMCHAIR! 




order service do the woiki 



By flit lime you've reached Ihi* pari of the magazine 
chances are yoy T d love to &*t your hands an some of 
the software we've reviewed. And that's just what you 
con do, Our mail order service allows you to order 
vtrhwJIy ANY piece of ipftwore for the Amstrod 
micros reviewed in the magazine. What's more you 
eon wve yourself a food sum of money on shop 
prices AND qualify for great free gifts. 

,. Hey, \ fs a wonderful way to buy your software! 



SUPER FREE GIFTS! 

Here's the great range of software that you can get FREE with your 
order - most of them normally costing over £8, wilch some worth 
nearly £501 If your total order is over £1 5 you will receive one free 
title, but if it's over £30 you will receive TWO, Use the order form to 
mark your preferences and to delete any tittes you already have, but 
we cannot guarantee which you will receive, &o be prepared for a 
MYSTERY GIFT! 



KUHQ FU/NUMflEJt 1 

Two gr«at Ocean gamts on one tape, 
as given away with [M Chtirtm*i *S5 
■hue of AA. U you mi**ud il then, /on 
cemid qc! J1 no* 

It* COTCMANI - DEMOS 
A full version of the AAJtoved PSS 
game on Upe. logrtbftr uritfi demos 
ci Lqlil stiver F5S litl£S r and ir.sliuc- 
riors for txvrateirtng The Covenant 
10 d±Sc. As feamfCd Otf Ihe raTRr at 
out May unut, 

CASSETTE ONLY 

B&v^ s Crowr: 
Alien 

//^ri»rf r s Dummy Run 
Everyone's a WxUy 
.American Football 
KIwzTto Freddy 
Hunter Killsr 
Laser warp 




s counts 



r 




Classic Adve-irtuto 

Wriggler 

Pyjamaiama 

Spannerman 

Hunchback 

Master Chess 

Roland g&es Digging 

Message from Andromeda 

Space Ha wk 

Winter Gaines 

Doomsday Blu&s 

CetDesier 

Big League Soceet 

Alex Higginx World Pool 

Marsport 

Alien Highway 

Sire* vo '& World 

TIL 

High way Enco iin I&r 
Batman 



WRIGGLER 




VOUCHER 



Imjz out rfmrlwi ae* *rdtr! 



VOUCHER 

FanufnMtlwdirilraRi [IBM 

run 

i mi i •wpfiucter n-pr d^Jit! 




VOUCHER 



F «it Willi fiidvri |ror* 179 W> 

m.n 

\mmm hii vauctM'pp-eid-ri' 



VOUCHER 



f gi vpfM ilfef tin gn (K IP 
Onl rfruCtiil Sir fritai- 




HOW ORDERS AftE DEALT 
WITH 

Amstrad Action Mail Order it rUB 
h^te ii3 Somorton hj Hi* super- 
*HiTr3ETil SUE TJtFLQR, th* WOflUfi 
^ho ino**. mall In * day than, 
moat people §«| oath y«it 

fQTkt order includa* 
-which our suppliers 
cmnet f »± hold Of for ■gztio 1£1> 
a to ii, Sue detpilchi* all pack ag hi 
by first cUab mail within iwft or 
throi wotfctag day* of receiving; 
rht orders. Therefore 7411 CU 
Harm ally axpoct to rocoiv* your 
p ureal ahonl a weak to Id day* 
after ordering, 

H if t delays yen d Uttt 
chinco* wo yon 3 ** ordered 1 hue, 
which hadn't yttt been, released 01 
is temporarily unavailable. In 
which case a phono cill from yon 
WONT tptod Ihioffi mp. fXa facl 
tfc* teTFOrtO - phone cilia are very 
limihEraBEiuaing^ U 1 Jong Oielay 
wore hkolf w»*d lei yon know. 



PLEASE BEAR IN MIND 

1- The lact lhaf a program is re> 
^BWffd in. toe ftaafttrlnl doo* MOl 
gwriJttOi lis $ * &i U&i U ty sine* 
some i&ftwaft i* reviewed 
BEFORE it has actually beea 
rolouod. 

2. We are happy tn refund y^nT 
ardor it any tirri-e up CO the do- 
■patch et the 9 oode r Bml frccaiiso of 
the possibility of copying iolV 
wut, no refund or exchange to an 
illfmative piece erf software can 
ho given after they have hem di- 
spatched. Software which doe* not 
load may be relpraed £or n re* 
pUtOfttOlt casMTtl or disc cw- 
taimeg the same software, « i ther to 
ml* or dirertiy to Lh* loftwiro 
house concerned 

3. Wa try so be a* acnraLe as we 
can with detail* of pn«, ccrapaTi- 
biMty «*1 tfiftfc aTOlafetiiry, bat 
cannot accept J J Ability for any 
ertori thai C»«p ill- 




OVERSEAS READERS WELCOME 

Readers in tho Republic of 
can oxder my of those 
-goods at the tame rales as British 
readers pxcvidtd thai paymeni i* 
made in. pounds Sterling. If you 
wish In pay in Xrimh pounds you 
most add a IBXSO snx charge IN 
ADDITION 1o allowing for the 
cttiront oKchango rate - that's 
what it costs us lo pay In your 
choQTiei ot postal orders. 

Readers eltcwheri Ift 
EUROPE must add £ 1 per software 
item to Iho cost of chair order. 
Flymen E mbaf ho in, pound* 
Stirling. 

Senc ih^ tern r>Ki s p«yifier^ 10: AA 1 



MAIL ORDER FORM 



Name 

Address...... 



. Telephone no, (if poss). 



.Postcode. 



Machine owned: □ CPC 464 LJ CPC 664 □ CPC6128 

|k« pc^jj-j** y5u irciMn or** * CM- ipim b^cw fnd* f>aEE7 you rrmjft*^ th* tuHi^US * ^iwsrj PTrtr, dun fi™ i[*ma, 

yo*j f hgg W if I Ihpn gn p s#pir^* pl#«4 fii P*P*T 



SOFTWARE TITLE 



SOFTWAREHOUSE DISC CASS PRICE 



PR D I SCOU WT TOTAL 



Tick wiolthtf^Mmg sewdi^gtc feu* PftE-tJISCOUHT TOTaJL 

O Unde^ES ^ C5-9.9Q J endose a 50d discount wst^sr. Q CvD-ia.99. Ieflclftsea£l . d&countvojcrwir. 
□ £ 1 5- 1 I ^ndo&e a CI voucher anc da m a Tjm s ifr. V~ £20-20,59. i enetose a €2 vojeher ar-d c 'aim a free i?L 

1 £30-^0. 99; I enclose a £2 voucher and claim two giFEs Q Ov«r £S0, I erdosea voucher an4 claim two Gifts 
TOTAL PAYABLE FOR MAILORDER [-PRE-DSGOUWT TOTAL minus drarount); 

Aeo^Htd^S-A t^fl Ufwi^Epfly^^qmJrry ■|»^ 4<fffl Or4«r^ On ISVSfSS slea, 



^k?w fr»m Lh* limi tKi you strasdy hint, and onUm ih« cn*t you wouU ptrtMwbrly Ik* a* your fr*a fliftfij- 

««na * D*viT% Cf own ■ B ■ Uufnn^ - Emyons's a Wa«/ - ATwrican foel?rf * FiftOdy * M jmm Klw * Ln^vap « SfJal 

■drintar Qi-«« - Dwrrs.oty BM* ■ G*i [J* jw - iiffiw * Al*? HgQ ^fi * Warper - aj-w HiQti^ay » ^Hn' E Wald ► TU_ ■ h fwiy B^wfef ■ &abnan 



You've read the reviews - now jet your Arnold singing I 





Save £7! 

ADVANCED MUSIC SYSTEM 

Thin disk coo Id be 70m for juflt £22.95 
Oi if you haven 1 ! got a disk drive-,. 

Save £3.50! 

MUSIC SYSTEM 

On cassette at just £12.45 

Our seven-page special feature shows you what your 
CPC can do in the line of mask: now you can put if 
Into Action and save yourself pounds with Mm 
4 msfrad Action offer* 

The original Music System caused quite a stir 
when Pete Connor reviewed it in our March issue, 
describing if as s a superbly executed package ... with a 
thorough and very clear manual 1 . Since then it has 
become the standard against which all musk pack- 
ages have been fudged, and largely found wanting. 
The Advanced Music System extends the facililes still 
further, and 'the main section ... looks every bit as 
good now as it did six months ago*. 

The package is very easy to use, with pop-down 
menus and windows. You can create three separate 
voices af □ time- As you play, the tune appears in full 
musical notation on the screen- The A dv&nced version 
includes a printout module for printing six voices of 
music on proper staves on paper, and a linker module 
Jhat allows larger pieces to be played. 

We are offering you Tire Advanced Music System 
on disk for £7 less than you will find if in the shops, 
and if you haven't got a disk drive then we are 
knocking £3,50 off the cheaper Music System on 
cassette. If you are planning to buy a disk drive soon, 
then you can still benefit as Rain bird will upgrade you 
to Advanced for El 4, 

Whatever you've got, this is the best way to get 
info music and save money at the same lime! 



SPECIAI 



Save chaos! 

MAGAZINE 



Only £3,35 

You asked for them and now you've c 
them. No more piles of Arnsirad Attic 
cluttering up your living room carpet « 
getting, sob, battered 10 pieces in the p 
cess. Instead a superb, custom-built bine 
specially designed to take 12 cop lies of - 
and preserve ihem in proline condition 
piospenT)' ur.d easy future reference), 



1 Save £3! 

3D STARSTRIKE II 

Yours for juitt £6.95 on cas sette 

Just a glance at tiua month's from oarer 
shows yoy how much we rate this gone- It 
offers stunning 3D space combat in a style 
reminiscent of Elite, but ihoa* vector 
graphics are tilled in wiih glorious colour! 
The aun d the game is to break through the 
enemy's defences destroy the central re- 
actor, and escape fast But there are a 
I variety of planets, each with ever more 
powerful arid railed defences, each oE 
which have to be destroyed. 

The defence of the galaxy is in your 
j hands. At £9-35 this game merited Master- 
game - at £6.05 it could be yours. 



SPECIAL OFFER FORM 




RTSf i 



in* type on «h* reverse of I hi* form, Tften place a tick next to I hose Hems 
you wish to order. 




Fill in your name, address and m 



1. NEXUS 128 

D Just £12.95 on Disc 

?. ADVANCED 
MUSIC SYSTEM 

□ £22.95 on Disc 
3. MUSIC SYSTEM 

□ £12.45 on Cassette 

4.3DStarstrlkell 

□ Cass £6.9$ 
3 Disc £10,95 



5. Trio 

J £7.95 on Cassette 

□ £12.95 on disk 

6. Power play 

□ Just £6.95 on Cassette 

7. Magazine binders 

□ £3.95 

9. Subscription 

□ 12 months £16.50 
(UK rates only - write Jor quotation 
for overseas rates) 



TOTAL NUMBER OF ITEMS TJCKED 
TOTAL AMOUNT PAYABLE ON SPECIAL OFFERS 



9. Back issues 
Numbers £1.35 

□ Number 4 £1,85 

□ Numbers £L35 

□ Number 8 £1.85 

□ Numbers £1.35 

□ Number 10 £1.35 

□ Number 11 £1.35 

□ Number 12 £1.35 

[Those at£1 J85 tadutifl a co vw 
mounted cassette cor la rons suserb 
game software) 

] Yes - 1 wou ld like Issue 
Four for only 75p 

<ortfy with otiner orders from 
Biese pages] 



PLEASE NOTE 

These offers ate separate Strom ih# 
rait of <Ktf iflAil-order schenw*. You 
cmiwi rae sfte vouchers on tfc* mail- 
order page 10 obtain further dis- 
count* and frtie 3 tits - jre'vo *JJ**dy | 
knocked oft the moss vre cwU How- 
ever, if yot pTefet, you may otd*x| 
any of the item* on this page ai Hwu 
NORMAL FULL tfixowsh tfie I 

orotirw ry maii-order scH&*ne on *»] 
previous page- Yon. can ifcen the 
tttlfl.varrt voucher and, J. &e ctx* t» 
o*er £ 15, d«jn a £i*# gaJ*> fttua oouW J 
uuik& sente if yott at* ; artoxta$ | 
otirer good* at tin* aam-e iirue. 



I entio&e a cheque or postal order for this ami, plus the total payable for mail order on the reverse of this 
femn.The payment te made out to FUTURE PUBLISHING LTD. 



NEXUS 1 28 



These binders look every bit as good 
as the magazine, and include the name 
'Amstrad Action' embossed in blocked 
Newvap Gold on Hie spine. Individual 
magazines are held in place by being 
slotted behind one of 12 wires 

Loyal readers, don'i delay. Request 
your binder right away! 



Save £3! 

POWERPLAY 

Tout 3 Oil cassette for just £6.95 

AA-Raved in this issue with a rating of 88%, 
Foweipfey is a game with a difference. And 
if you've ever played Ttivial Pursuit - this 
is Trivial Pursuit with a difference loo? 

Like the board game, ftometrpt/ay re- 
quires you to answer awkward questions in 
order to progress. The game comes with 
over 2 r 00G questions built in, and new 
questions can be added with its question 
compiler- However, unlike the board 
game, there is a whole new level of 
strategy involved. 

Play is set on Mount Olympus , and each 
of the four players plays a Gretsk deity. 
Each player has four warriors moving 
around a grid of colour squares; the colour 
of the square determines the category of 
the question. Players can challenge other 
players in their bid to destroy the olher 
teams. 

It is a great game al £9.95. At ££.95 it 
should be in your collection! 



EXPANDED VERSION FOR YOUR CPC61 28 

Only £12*95 on disk! 



We are offering you the chance to buy Eh is 
September AA Rave, especially expanded 
for (he 61££ machine r at a special low price] 
You won't find this version in the shops, or 
in any other magazine - it is available only 
through Ainstrad Action* 

N&jcuSi from a new software company 
of the same name, is set in the headquarters 
of a powerful drugs baron based iiH 
Colombia, He has captured a friend of 
yours, and your mission is to rescue him 
and break the drugs ring. You are helped 
by members of N.E.X-U.S-, an undercover 
operation working to bust it from inside. To 
break the ring you have to find the answer 
to a number of questions posed at the sEart 
of the game. 

The ordinary version of the game t as 



EXCLUSIVE! 

Available only 
through AA! 



available in the shops, has eight levels - 
this version has a full ten. The original 
version poses you 32 questions - iMs ver- 
sion asks you to solve 42? It is bigger, better 
and cheaper from us! 



1 Half Price! 

I Special offer for readers taking advantage of these pages: 
ISSUE 4 - with OCEAN 

| cassette 

Only 75p if you order any other item from these two pages! 



The 1 16-page Christmas issue of 
Amstrad Action, with Kung Fit and 
Number One from Ocean on a cover 
cassette, retailed for £1 .50 and as 
a back issue normally costs £1 .85. 
You can have a copy and halve the 
original price if you take up any of 
this month's Special Offers. 

The cassette is arguabfy the 
best gift ever stuck to a magazine 
cover, and up to the standard you 



would pay pounds for over the 
counter. KungFu has supert) 
animation and a two player option; 
Number One is an addeclive rollerball 
game wilb super-fast 3D graphics. 

And the issue itself isnt bad 
either, with our usual reviews and 
news t a look inside the doors of 
Ocean, and plenty of maps and 
game-pokes. Superb value at £1.50, 
and it coufd be yours for 75pl! 



SUBSCRIBE! 

Ensure that you get the nexi 12 
copies of Antsft&d Action with 
the minimum of fues, £16 30 will 
make sine that every issue 
materialises on your doormat 
without you having *o Ml a fin- 



| Save £2! 

TRIO: 

I Sam Goes Shopping 

| Table Test 

1 Computer Snap! 

I Yours for Just £7.95 on cassette, or £12.95 on disk 



If youVe been looking for software 
to get Arnold educating your tots, 
try Trio, three programs aimed at 
making learning fun for kids. When 
we first saw this software we were 
so impressed that we helped the 
authors find a suitable publisher, 
and now we can bring it to you at 
this special price. 

Trio is the first foray inio 
educationaJ seas by Piranha, a 



'small but lethal* software team 
wilhin Macmiltan, which is on© of 
Britain's most respected names in 
the worJd of books. 

The three programs in the set 
are &zm Goqs Shopping (a challenge 
1o even adult memories], Tstbles 
Test and Computer Snap! (wilh no 
cards for parents to have to clear 
up afterwards), It is great fun for 
kfcjs of ail ages! 



THE ALL-IN-ONE ACTION FORM 

This form has been created by the Save-Your-AA-From-Being-Overhacked-Department. 
You can use it to register your votes for Games and Serious Software, or to send in your 

Type-ins, without losing any news or reviews. 




GAME CHART VOTING FORM 

I would like to vote for the following games 

GAME SOFT 

1. 



PLEASE NOTE 

Vou have a TOTAL of 10 votes tor a&ch chart to Mocat* 
brtwHn up Id five programs - tg, you &ftr) give all 10 \o 

one program 0 r £pl it I hem say 4+2 +2+ 1 +1 . 



2. 



3. 



4. 



5. 



VOTE ALLOCATION 



SERIOUS SOFTWARE V 

/ would lifts to vole for the following pat 
PROGRAM 

1. 


OTING FORM 

■Mages: 

SOFTWARE HOUSE 


VOTE ALLOCATION 


2. 






3. 






4. 






I 5. 










1*1 ************* 



You can help us out at AA + and give your type-ins a far better chance of bemg published, by titling 
out this form and wrapping it around your cassette with a rubber band. It would also be an idea if 
you send it fn a jiffy bag as an awtui lot of cassettes arrive here damaged. 

Address..... 



.Postcode. 



TITLE. 

DESCRIPTION: 



thereby declare that the program on the attached f^>e is all my own work, and that it has not been 
sent to any other publication, nor been published in any form, or submitted to a software house 
for consideration as part of a commercial package, 

Signed -Dale, * • 



Highlander Productions Umltad MtMLKJtXVL All Hlghta ReservecL TM - Tf aJv * tripes by THORN fmi Streen Entertainment Ltd. 

.inri u^k'ii by E]l«hm Software Ltd,, under authorisation. Movip and Media Mar keting Ltd.. Licensing Agents. 



COMMODORE 

£8.95 

AMSTRAD 





SPECTRUM 

£7.95 



OCEAN SOFTWARE 6 CENTRAL STREET MANCHESTER M2 SNS TEL : 06l 632 6633 TELEX 669977 OCEA 





n 



AMSTHAD * * , 

6L?* I2SA # ffTHGflE**! IKJHiTOR 
6 S ?fl 1 16* * COl. P*0H-TOft 

M 6nlPC * GT66GI£E4 «OhlT0t? 

QifCOtwt + lMlTJTF*CE<*Hl 
SECOMp SHw£ [L£SS CWLC 

4**-frl 21 mOVLAtOK 
NHHrMTGftUCfufriJ 

S*€£CMSrwr»* i 5FTAAf*S 
AMI + m * 
iMXUQUHMM.tlit 
aUjC , " ; " E : 

MENKWV EXPANSION 

?56h Mf|MC«T | XPAh JiQK ■ 46A-W4] 
25M 5JUCOM CISC 

JOYSTICKS 

CHf.f*AMI?5J0>£IlCA 

COMMUNICATIONS 

MCE 

OdMMSTM SOFT*** I 
ilU'Al, rfU*h*ct 

COuMSTA* * tflfiHTPP«Art - 14 



ft 

430. DO 
54*6* 

1! 

W.ii 

4§.*i 

».» 

tf.H 

Mm 

49.95 
«« 
99.M 
99 95 
99 95 
34 » 

1 .» 
|9S 



?9CW 

1W94 

IT- &D 



* so 



WORD PROCESSING 

TASMAN. 

?A£Hfifl£l4£4-Dl$£ 
7A£SP£LL 

GEMINI BUSINESS & ACCOUNTS 

C*tji&a$£ t ;a»oisc PS 

OiTWSC<4«4«bi41?aiCAS$ I* *t 

QFJimn.'!r> 46*641* t Ml PSC 1191 

GRAPH H.3*' 464-644.4 ijaWS 11.91 

fl E HJBTCf * C«AAitff4 OiK 2S.94 

frf POUT Gfh (4*44444 L J*LC*SS U.9S 

hOVE«Cl*4*.'M4'H3»*IM5C 2 5 53 

H>«E#Klfl*A-664.t|?aiC4*iS 19.95 

CASN 800* <4£Le«4.-t L »! WK « « 

CAS!- 3 MH ■ A6+664,* [ Ml QaS* » 95 

F .HAL ACC (464<ti£4.'41 D*SC 45 9 5 

FNAlaCC (4fi4.4fr*.t LJS^ASS 59 95 

D4 T AHM!&mi0i£C Jf.flS 

COMPLETE OFFICE SUITE 

DA-AHAlSf 

WIN OFFICE II l444-"444-fc]?frC4&& 14.95 

UW I OF FiCE il LAM.^f>A'l& 3 ? Aj Ol$C 39 95 

PRINTERS 

5EiJ(|>SPlri6?!lf;W!PfllNTFIlF0ftAMST[fAC: J4A.OC- 



AltplttH inthilliVAJ.Cin EltFl 

$GftMrecrd*re aW C L 90 P*P 



Fai/ity Amstrad? . Smdjitst the keyboard. DO NO T send rte mar?jfay r ufltess 
tfie mofl/fOf <a.'iw -QFA 1 }' (To mjjte si/^ mwlwfor js £>£4D, swfCfi on monitor in 
darkened room, mm up b*ignin&%$ t& maximum and after 5 minutes switch off. 
If you get a bright spot ret&gdtng, then monefor is O.K. {not D£AP)j P1ea$$ s^fltf 
an trems, Sparked by 'Compensation fee Pa# J - P&st, details fwrnyootP O. 



AMSTRADPEPMIRS 
BETWEEN £14 and £55 


&£TWEEN£I4afrd£45 


BETWEEN £9 M?td £20 


ESTIMATES GtVEM ON 
PRINTERS Qt&KDfitYES 
ETC. 


COMMODORE 
REPAIRS ff£mCC« 




i« "jmffi a-wmar-r *wm mi 


W- 

mrr- 


- AflWCf 4 HCir* . "IHMCVKKfHilrirmil-JI^Ilbt- 

TO* s-jp r-^- h jrjv-M TtuUtt? taw Tj> wntr^ rtwr 

Miry DJJrrj mt- alip qL^tr ^lfrl| to C«i-?u*S yAur 

iffi jrtu, irrJ cflcr ^nuidtfy £ V*p +"h5 
^ripCrtirflTFl CMREC T ojrrt" PtiH RflftFL PO^ JLAR 



WrfMifW 



AUGUST ]^fi£ 



"l" ^-POwnd m Ih* fcykriK*, V «fWM. uw' "CAISM 



r ?r IMP WO "Wy ccnpc-^i tww nEE-nJy I bMk d io 



y ]uij;m>< 




J 





\»*S5^affl»r A4 ft PRINTWORKS LANE, LEVEMSHULME, MANCHESTER Ml § 3JP 

TbI OS 1-224 1883 Of 061-224 3886 




FUMMrlNfl OF HTilW 

FAWIMEMMBIISLAW] 
FUMMmm«>C|DAir3| 
PHK UqPHEJF 

ivurki .g.BKLHt 
FHffl-i SriCKrgfljsr 

wi 4iAi>n 



AWf JKV MtXi 

AteWFTOJfT 
HOTT UCKl 
AicHfT l^** 

AhSTi lAS5CAjMHT«« 

««ffT SENHChtfTT 
AUJS BLAW 

fcHOTI K UPf¥FVTl 
DOMACZtf WMEWTIJ 

HCEFt tALEiCFAAWM>«riTl S^^n-r*™*! 



■ 3 * ->^- : TBI w I4M 

HfiOFT ADMHM LAAJ ;JK>- 
MAfia>£ 

iriijv UFfMAM 

raft rjwmnxuw 
wjiu:; ajwflw 

n tiki 

«4nff MAftfithtss 

AUfPFT H*CMACK 
AM=S>t -CH tNHS- 
WSfjf? MA"t ^-^ " 

MjecFT Jiflr 

LWJLD IWffl Ht JT^B KA 

□JL TrSrjtf Ul 
«W <J-WA*C Wl 

mac srwn,tL-7sp 

toa mux 

ommjbmm 

m 

U.1H ALEA 4 
UL1W SAiMW^J 
l#LBraHVU«GMj£l 

HttHrN 1W HUH i "A-dtflfrf 

595 ^ 



*.^5 

J$50L£ BJ^Jf-t i.!t 
mt FC0T!AUMAVaft 

bMUK*; I* IE RM TOOL Mkll 

ws 

MfOflTCCMtWTCfl 
B15FT CWV4 

AM SIR AD PACK 
• A View to a kill 



E13.9S 



• Friday the 13lh 

• Code Name Matt ll 

• Handicap Golf 

• On the Othe 

• Test Match Cricket 

r 




mm& siAio 
wen Ffmw nvpc - ■ :p 



CA?E0AAW*4 

^ S^cSSw odd 20p per filJe P&P^^OPmin^fn) 



4cc«WH*rDifiTfl I — r — I — r — rf — r — r — t 
A4fCIH»twfn^fr.v I | I 1 I 1 I 



COMPUTEA^ 



DATE 




Supa Soft Discount Software 



■ Jl« PftCf 

JiLNGi"jMM>b*1.;&**l.... 1* » 

K^kMULA>J , IM ■« 

pmmmi «*« rat 

fiyitt .1 «.M ii tt 



lUUJU. r ~ ..MM Fit 



MM mwT^miB 1 wm 

Al 4 AH* I lOOsl Huta J 1 J.fcjl 

i4| H ut tt 

Ml* 4H BHTAIi 

^.u H-nou.^ mi .Ji ■* if It Pah>4H ur+_ MM 

ft3n±AHc<Utf .....lll.lt It* H C HCCDiPUA.l ii».!4 A 

ntfuu^t^HW 1HH<PH MfW — ■ - **| 

^IWI f-IM .„.,... rt» OADAhrif , _4 tt 

CMItiiMUi*^, U M rtH JWC M*ii>— r.r, HH 

t+rtt+MT&ci*iBP*ei ptw rim -p^ , , — _***» 



1H _iff 7Tt 
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J4 M 



?^#cjpnd <P iMq -*iS tQW 

ft|fOt«tll M — tW trM 

V „ AfB. in 

M4» W^TOU) 1 7 P# * ti 

^t-h** tie 4 !* 




- , Jtht* 

MWMI MM 



1*U0 
1 

AM 
IS « 
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lot on v^^^H 

.f you haven't already played it in the 
arcades then you're in for a real surprise - if you have then you'll be 
going Mag Max to load it into your micro. 

could be a mean machine if you've sot what it takes to put 
him together. Build him up and his fire-power increases - 
you'll need it! - believe it! 
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